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The AVALON HILL CSL^i^J ISlli^lL 
-... a losing venture published bi-monthly 
pretty close to the first day of January, 
March, May, July, September, and Novem- 
ber. 

The General is edited and published by 
The Avalon Hill Company almost solely for 
the cultural edification of the serious game 
aficionado. It also helps sell our merchan- 
dise, too. 

Articles from subscribers an considered 
for publication at the whim and fancy of 
members of our erudite editorial staff and 
company baseball teem. To merit considera- 
tion, articles must be typewritten double- 
spaced and not exceed 1,000 words. Ac- 
companying examples and diagrams must be 
drawn in black or red ink. Payment for 
accepted articles is made according to the 
dictates of the voting subscribers. 

A full-year subscription costs $4.98 (over- 
seas subscribers add $6.00 to cover airmail.) 
Back issues cost $1.00 each: out-of-stock 
issues are Vol. 1, No's. 1, 2, 3, 4, 6; Vol. 3, 
No. J; Vol. 4, No. 4. 

Printing — oh , . , say 17,000 give or take 
a few thousand. 

To facilitate correspondence, we suggest 
that ail envelopes to Avaion Hill be marked 
in the lower left-hand corner as follows: 

Purchases of The General: Subscription 
Dept. 

Purchases of games, play-by-mail kits, and 
game parts: Order Dept. 

Questions concerning play: Research & 
Design Dept. 

Articles for publication: Editor-in-Chief, 

Requests for Brochures: Advertising Dept. 

Requests for Parts Lists: Parts Dept. 

Letters to the Editor: Editor-in-Chief. 

Miscellany: Marketing Dept. 

Copyright 1970 Thu Avalon Hill Company 
Baltimore, MiiryJnnd Printed in LifiA 
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What You 

Have Been Waiting 

... 18 months Tor is just around the proverbial 
publication corner. That will be Panzerblitz - lo 
be available for public consumption sometime 
around October, or November, or at least by 
Christmas. 

In fact, we may wait until the snowiest day in 
December to release it as a way to dramatize the 
fact that Panzerblitz is a Russian theatre, 
tactical-level, armored warfare game. 

Battles will take place on realistic geomorphie 
mupboards (this means that you'll get three large 
mapboard that can be joined in a variety of ways, 
just like in Kreigspiel) reproducing about twenty 
square miles of typical Russian terrain. 

The Troop Counters - all 352 of them are 
accurate symbolizations of the platoon and corn- 



While it might not be very significant a statistic 
to wargame fanatics, mass-market game designers 
would be interested in knowing that Football 
Strategy has the highest "Friend's Recommenda- 
tion" percentage of any Avalon Hill game. At 
31%, this means that approximately 1 out of 
every 3 games was purchased on the say so of 
someone else. But what does this have to do with 
wargamers? 

Specifically this. With Kriegspiel, Avalon Hill 
set out to crack the mass-market with a wargame 
for all - and we're happy to report that we 
might have succeeded. In a review of the game by 
S&T Magazine, they hit the nail on the head in 
stating, ". . . the real sales target was the guy who 
gets a!l hot and bothered when he sits down to a 
rousing game of Monopoly or Scrabble ... now 
before you shrug and mutter something about 
hucksters, remember that the hard core can 
benefit from the spread of W3rgames among the 
unwashed. The more widely and dBeply this 
hobby sinks its roots, the more good things 
become available for us." 

So what Avalon Hill had to do was to design a 
wargame simple enough to capture the fancy of 
the "unwashed" yet sophisticated enough to get 
them coming back for more. Color Kriegspiel 
"Pot." 

The implementation of such a design concept 
quite obviously required a simplification overhaul 
of most of the usual Avalon Hill play-methods 
that have proven too complex for the general 
public. 

This is where Football Strategy got into the 
act. For it is the matrix system that has made 
this game so popular from a design concept. 
Quite obviously, if it works so well in a sports 
game why shouldn't it be equally successful in a 
wargame? 

But Avalon Hill might still be sitting on their 
duffs wondering exactly how to implement the 
idea in a wargame had it not been for one Gary 
Gygax. 

Here's how It all came about; once upon a 



pany sized units which fought on the eastern 
front in World War II. 

More than a dozen different scenarios are 
provided, eacli of which will allow you to 
re-create a completely new game-situation in 
which to exercise your skill as an armor techni- 
cian. 

As von Runstedt might say, "you vill buy Tiss 
game unci yuu vilt enchuy It, " We think thai you 
will buy it mainly because there ts no other 
Avalon Hill game like it. Prior military knowledge 
and experience is not required to play Panzerblitz 
- just common sense, clear thinking, a competi- 
tive spirit, and around nine dollars. 

Do tint send us any order. We advise you lo 
wait for it to arrive at your local game outlet. 
Believe us; you'll get it quicker this way. Besides, 
we'd rather send you our glorious brochure on it 
where we'll have an opportunity to explain 
completely and in great detail actually what you 
will be getting for your money. Fair snuff . . . 



time a pair of short articles gave our R&D men 
the jolt necessary to get them busy, In the IFW 
Monthly of December, 1968, there appeared a 
short "Space Filler" authored by the magazine's 
editor, Phil Pritchard. He discussed the desir- 
ability of selecting various types of offenses and 
defenses in battle games. In the next issue of the 
magazine (January, 1969) an article entitled "The 
Selective Offense/Defense Combat Results Table" 
written by Gygax brought an immediate response 
from our own braintrust. The attacks and de 
fenses offered in the article were: 

"1. Prior to attacking, Attacker numbers his 
battles and indicates what kind of of- 
fense he plans: 

A. Holding attack (more likely to en 
gage) 

B. Probe {more likely to be A-Back or 
Contact) 

C. Rapid penetration (more likely to be 
DB - AA) 

D. Escalating assault (more likely to be 
D Elirn) 

2. At the same time as Attacker tells De- 
fender the way the battles will be fought 
(series), he numbers his defense and 
indicates if it will be; 

A. Fighting withdrawal (more likely to 
he D8 a low No, of squares) 

B. Aggressive (more likely to Elim or 
throw back weak attacks) 

C. In depth (likely to slow a rapid 
penetration) 

D. Hold at all costs (stay or die)" 

This envisioned several tables - one for each 
defense. Like the CRT in Kriegspiel, the "Selec- 
tive O/D CRT" was meant to show differing 
results for differing attacks, but with two differ- 
ences. The odds would run from 1-6 to 7-1, and 
the table would contain both Contact and En- 
gaged results as well as advances and retreats 
differing with the type of offense and defense. 
We felt, however, that the system was too 
complex and unwieldy for what we had in mind. 

Soon thereaflei a less complex Matrix Table 
was devised offering 4 Attack options and 7 
Defensive options. This table was immediately 
sent out to members of the hard core fraternity 
for use in some of the current commercial games 
such as Stalingrad, Afrika Korps and Blitzkrieg, 
(At this point the Kriegspiel game was still very 
much in the embryonic stage.) 

Results of the Matrix test were tremendously 
encouraging, yet it was felt by the majority that 
it still contained too many variables within each 
odds category and as such reduced itself to 
nothing more than a guessing game. 

We wanted it to be more than a guessing 
game especially if it was to offer great appeal to 
the general public. So back to the drawing boards 
we went; and after many trial and error periods 
developed the gem that is the first truly innova- 
tive design concept that AH has come up with in 
years. Only time will tell whether or not it is to 
be a candidate for the Game Design Hall of 
Fame. 

This episode also serves to point out that 
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Game Theory, 

Attrition, & the 

Kriegspiel Battle Tables 



By T. A. Brown 



One of the many appealing features of Krieg- 
spiel is the new Battle Table, which resolves 
combat with a matrix game in place of the roll of 
a die. The theory of matrix games is explained 
very simply in J. D. Williams', "The Complete 
Strategyst." (McGraw-Hill, 1954), and in more 
depth in M. Dresner's, "Giimes of Strategy. 
Theory and Applications" (Prentice-Hall, 1961). 
In this article we shall apply this theory to 
analyze battles in which both sides are primarily 
interested in the difference between their losses 
and those of the enemy: in the relative attrition. 
Of course, in actual plays of Kriegspiel there are 
many other factors which affect the players' 
decisions in a particular combat: Capturing a city. 



there could be any number of outstanding, usable 
new concepts floating around just waiting to be 
"discovered" under happenstances similar to the 
matrix story. 

Putting to use such "discoveries" has been 
one of the major benefits of organizations such as 
the IFW of which Gary Gygax is a long-standing 
member, Spartan International, St. John's U 
MSC, and Poultron Press. These organizations are 
well equipped and geared to consolidate bits and 
pieces of design ideas into amateur wargames of 
their own. Among the many respected games 
devetoped within the ranks of the IFW is "Fight 
in the Skys" which has been displayed annually 
at the Lake Geneva Conventions becoming an 
intregral part of their tournament programs. 
Other amateur designs are so numerous that it 
would be difficult to name an historical area 
around which no one has designed a passable 

game. There is certainly no shortage of qualified 
wargame designees. Many such games, of course, 
follow traditional patterns of design. A few don't. 
And it is these designs that have formed the basis 
of Poultron Press' (publisher of 3&T Magazine) 
Test Series Games. Resident designers James F, 
Dunnigan and Redmond Simonsen, along with a 
host of qualified staff editors, are quite adopt at 
molding Iragments of outstanding design ideas 
into games that are fresh and original. Not all of 
their games make it. But those that do are often 
germinated by amateurs who submit their own 
ideas at random. 

As Gygax recently pointed out, "the next 
time you and your friends are discussing wargame 
ideas, make a note of the novel ones; who knows 
what will develop. Your notion about improving 
wargaming may be just the innovation a game 
publisher is looking for." 

The Matrix matrimony has certainly proved 
this point for Avalon Hill . , , 



annihilating special forces and airborne units, 
cutting a line of communication, capturing a key 
position, and speeding up or retarding the pace of 
combat may all affect a player's decision in a 
particular combat. Indeed, the game would quick- 
ly lose interest if optimal play could he reduced 
to a mathematical formula. Nevertheless, serious 
players should be interested in what constitutes 
optimal play in single battles fjom the standpoint 
of attrition only. 

Let us suppose that an armored division (com- 
bat factor &) attacks an infantry division (combat 
factor 4) in the open. If "D-Elim" results then 
the attacker loses nothing and the defender loses 
4 factors, so the net gain to the attacker is +4. If 
"A-Elim, D-Elim" results, the net gain to the 
attacker is -4; and so on. The net gains may be 
tabulated as follows: 





Engage 


Assault 


Blitz 


A. 


Abandon Position 





-4 


B. 


Withdraw 


-4 


4 


C, 


Standfast -4 


4 


-8 


D. 


Hold-at-all-costs -4 


4 


-4 



It is dear that the defender in such a battle 
should never "Hold-at-all-costs" - since "Stand- 
fast" is as good or better regardless of what the 
attacker does. If the defender "Abandons Posi- 
tion" Vt of the time, "Withdraws" 'A of the time, 
and "Stands East" ¥a of the time, then the 
expected net gain to the attacker will be -1, 
regardless of what he does. That is, in a series of 
one hundred such battles, the attacker will, on 
the average, lose one hundred more combat 
fiiclors than does the defender. On the other 
hand, if the attacker "Engages" with probability 
'A, "Assaults" with probability 'A, and "Blitzes" 
with probability Vt r then the expected net gain to 
the attacker will be -1, regardless of what the 
defender does. Thus -1 is called the "value of the 
game" to the attacker. If both players follow the 
optimal strategies (which are unique, by the way) 
then the attacker will, on the average, lose one 
more combat factor than the defender for each 
such battle fought. 

The calculation of values and optimal strategies 
depends on the forces engaged and whether or 
not the defense factors are doubled. Such calcula- 
tions are not always easy. Therefore Kriegspielers 
who wish to use the concepts of game theory in 
formulating their war-plans should find the ac- 
companying table of values and optimal strategics 

for various typical encounters quite useful. The 
optimal strategies are, in most cases, not unique. 
For example, if two infantry divisions attack a 
single infantry division in the open, any strategy 
which gives equal probabilities to "Assault" and 
"Blitz" is optimal. 

Readers who detect errors in the table, or who 
have specific questions about the application of 
game theory to Kriegspiel, should write me c/o 
Operations Research Branch, Land Combat Divi- 
sion, Fleet Air Ami, 4359 Camello Road, Wood 
land HiUs, California 91364. 
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Minor Country Alliances - 
A New Look 



by Henry Gale and Geoff K. Burkman 



In traduction 

Are your Blitzkrieg games becoming all the 
same? Have you tried some minor country rules 
to spark the game up'' If not, you're missing 
something you shouldn't Our minor country 
variant rules will guarantee that each of your 
Blitzkrieg games will be unique and exciting. 

All you need for units are the suggested minor 
country forces (Vol. 2, Issue 6 of the General) 
and an additional 15 armor factors and 10 
infantry, purple in color. Twelve cards are used 
to determine the alliance system in each game. 
The cards are: 

CARD: READS: 

1 Yellow has an ally 

2 White has an ally 

3 Black has an ally 

4 Green has an ally 

5 Brown has an ally 

6 Two minor countries are allied 
1 Three minor countries form a 

Triple-Entente 

8 A minor country is a satellite 

9 A minor country allies itself 

with the First Attacker 

1 A minor country is allied with 

Puwerl'ul Purple 

1 1 A minor country has a dooms- 

day machine 

12 Two minor countries have a 

Hate Pact 

Procedure 

The minor country armies are now set up. Use 
cards 1-5 and deal two to Red and two to Blue. 
Roll a die to see who gets the last card. Each 
player then sets up the armies of the countries he 
has drawn in any manner he desires, with two 
exceptions. All aircraft must have garrisons with 
Ihem, and all roads to a great power must be 
covered. 

Cards 1-5 are returned to the pack and all 
cards are shuffled. Each player draws two cards. 
A player may look at his own cards but not 
those of the other player. The game now begins. 

As soon as a major power invades a minor 
country, the alliance system must be determined. 
This Invading player becomes the First Attacker 
(in reference to card 9). He must complete his 
entire turn before the alliances are determined. 
At this point all cards are exposed and the 
instructions are followed (see Alliance Resolu- 
tion) Beginning with his immediate turn, the 
other player may move all units oT the invaded 
minor country and alt its allies. The army and an 
force of a minor country may not evacuate the 
country until all but one city has been captured 
by the invader No evacuation is allowed when 
the entire country has been captured in one turn 
As long as minor country units remain in their 
homeland, they arc automatically supplied, but 
once they leave, they count against the supply of 
the major power they are allied with. 



Minor country units may not participate in 
invasions, although they may be shipped from 
port to port. Nor may more than 2 factors of a 
minor country be airtransported in any one turn. 
This transport rate is part of the normal 12 
factors per turn rate allowed, it is not extra 
capability. Minor country units may not invade 
another minor country withuut the support of a 
major power. The major power's land units must 
outnumber the minor country's units in a ratio of 
at least 5-t. 

Once transferred to major country bases (any 
base outside of the minor country in question), 
the air units of a minor country must be 
accompanied by major power aircraft on all 
missions, including fighter interception roles. 
When any "integrated" mission suffers losses, the 
minor country aircraft must be removed first. 
Minor country air units may not carry nuclear 
weapons. Except when only one city in a minor 
country is left, the aircraft of that country must 
fly from and return to their own cities. Remem- 
ber, aircraH may be evacuated only when one 
city is left in the hands of friendly forces. 

Alliance Resolution 

The die is rolled once for each card 1-5 picked. 
The following table is used to determine who 
goes with who: 



1 ) Green 

2) Yellow 

3) Black 



4) White 

5 ) Brown 

6) Roll over 



If it turns out that a country is allied with itself, 
it is considered that the card was cancelled. 

Two dice are rolled for card 6 and three for 
card 7. Wilh these cards, the dice must continue 
to be rolled until two (or three, as the case may 
be) different countries have been determined. 

Card 8 calls for one die to be rolled. First the 
die is rolled to determine which minor country is 
the satellite, and then again to determine the 
major power (odd is Blue, even is Red) con- 
trolling it. The satellite nation dissolves at once 
all other alliances created by (he cards, and allies 
itself with the indicated major power and all 
other allies of that power. 

The die is rolled for card 9 to determine which 
minor country immediately allies itself with the 
first major power to invade another minor coun- 
try. This card has no effect if the First Attacker 
invdded the minor country in question or any of 
its allies. 

When the country allied with Powerful Purple 
(card 10) is invaded by one major power or the 
other, it receives at the beginning or its next turn 
15 armor factors in any controlled port city in its 
borders (Brown receives them in any city). On 
the next turn, the country gets 10 infantry 
factors in any of its cities under control. From 
then until the end of the game (provided units of 



that minor country arc still on the board) the 
alliance hloe witli thjjt particulur minor country 
receives 2 extra replacement factors per turn. 
These factors must be taken out in the minor 
country if possible; otherwise they arrive at the 
allied major power's capital. These replacements 
may only be infantry, armor, or tactical bomberv 
If the country allied with Powerful Purple has all 
its cities captured on the first invasion turn, 
Purple breaks the alliance and sends no troops at 
all. If the country allied with the minor country 
in question invades, that country immediately 
allies itself with the other major power, and 
Purple is allied with it. In this case, invasion is 
defined as willfully attacking and destroying a 
unit of that minor country. 

Card 1 1 means that some minor country 
possesses an earth-destroying doomsday machine. 
If all the cities of that country are captured by 
enemy troops, the game ends in a draw (yahh, 
hah . . wasted your time). When the card is 

revealed, the die must be rolled to determine 
whether or not the location of the doomsday 
machine is to be known. Odd it is, even it isn't. 
If it is, roll the die in the. normal manner to 
determine which country is the tie-maker. If not, 
use cards 1-5 and set one aside secretly and keep 
the others hidden. Each time a country is 
subdued, a third player will announce if it is the 
doomsday machine's owner. Added variation: at 
the end of his turn, each player rolls the die; a 
roll of 5 or 6 indicates that the player may look 
at the card revealing the doomsday country. If 
the doomsday country is revealed (odd die roll), 
it is automatically allied with no one. If not, 
well, guess a little! 

Two dice are rolled for card 12; the results 
determine two countries automatically against 
each other. This card cancels all alliances the 
countries may have thru other cards. The alli- 
ances must be worked out so that the two 
oppose each other. Note that if the die comes up 
the same, the hale pact is off. 

Sample Alliance System 

1) Cards drawn: hy Blue - 4 and 7, by Red - 
6 and 11. 

2) Blue invades Yellow, totally conquering it 
in one turn. Evacuation has thus been prevented. 

3) The alliances are determined. A 2 is rolled 
for card 4, a 2 and a 4 for card 6, a 1, 2, and a 4 
for card 7, and a ] for card 1 1. Card 4 therefore 
allies Green with Yellow. Card 6 allies White with 
Yellow. Card 7 eoincidentully results in the same 
net effect, a Green- Yellow-White alliance. An odd 
die roll calls for the doomsday country to be 
revealed, a following roll indicates that Brown has 
it. 

4) Final results pit a Red-Green-Yellow-White 
entente against Blue by itself, with Brown and 
Black neutral. Yellow has been overwhelmed, but 
Blue is still in trouble. Because of Brown's role as 
the doomsday country, the battle must take place 
in either Green or the Kuulax Desert. In this 
game. Blue will probably lose. 

Conclusion 

These rules will definitely liven up your Blitz- 
krieg games a lot, They are not meant to be 
absolute, as you should vary them to suit your 
own taste. We feel that Ihey help present a new 
concept designed In radically niter the natural 
staleness of Blitzkrieg. Comments to: Henry Gale, 
408 Miami, Terrace Park, Ohio 45174, or to: 
Geoff K Burkman, 715 Myrtle, Terrace Park, 
Ohio 45174. 
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Balogna or Bust 



by H.C. Robinette 

Here is the allied strategy to use which will 
help you win Hie basic Anzio game despite the 
combat-results table. Although it was designed for 
the specific German defense used here, its prin- 
ciples are easily adaptable to other defenses. 

The following is (he best German first-lum 
set-up I've been able to devise with the attacks to 
use against it, All the- defense factors given are 
basic. 
Square Defense Factors Attack 

E-46 13 1-1 

G-46 7 1-1 

H-48 3 2-1 

K-52 4 . . . surrounded . . 2-1 

M-49 4 

0-47 5 1-1 

Q-45 5 2-1 

S-43 5 

U-41 4 3-1 



Of these attacks the ones at E-46 and U-41 are 
the most crucial; these two attacks can decide the 
outcome of the next three turns. A 2-square 
advance at E-46 will break the Tevcrc defense 
line and cut the important road center of Rome. 
A 2-4 square advance at U-41 can cut off the 
Germans at S-43, break the Pescara, and even 
seize the high ground north of the Pescara. 

Tlie other attucks are intended to encircle or 
eliminate as many German units us possible while 
the favorable surprise table is in effect. 

The basic strategy, then, is to drive as far 
north as possible by breaking the German line at 
its northern-most point. This can be accomplished 
in the first few turns by strong attacks on the 
German's flanks, 

I recommend placing enough units on the east 
coast to be able to attack a doubled four at 3-1 
and a doubled 3 at 4-1. This should break any 
river line and force the German to commit more 
units to that flank. 
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The main attack in the early turns should 
come on the west coast. If you had a successful 
first turn, the German should be low on units 
your second turn. You should be able to route 
hun from the three hills north or Lago di 
Bracciano. Once these have fallen the German 
must retreat to the Ombrone or face a disastrous 
war of attrition. Sometimes it is even possible to 
break the Ombrone without a battle if the 
German doesn't have enough units to cover B-35. 

After the German has been driven to the Arno, 
it becomes necessary to shift the attack eastward 
along routes 67 and 70 with the objective being 
the capture of Bologna, 

Once Bologna is in allied hands, you should 
strive to protect it by taking the mountains tu 
the west and by extending your control of the Pq 
Valley all the way to the north edge. 

Use 2-1 and better attacks in key locations as 
much as possible, You should have at least two 
of these attacks per turn or your offense may 
bog down after a bad roll. 

The last time I used this strategy my opponent 
surrendered alter three turns. Please let me know 
how this works for you. 
H. C. Robinette 
212 Lakeview Drive 
Chatsworth, Georgia 30705 



Anzio PBM Without Tears 



by Richard D. Thurston 



It is, by now, obvious to all readers of the 
wargaming press that the ANZIO PBM system 
was designed by either a small, artistic gnome or 
by one of those industrious eccentrics who once 
devoted a lifetime to engraving the Bible on a 
pinhead. To put it bluntly, it is a disaster. To fill 
out the AH Operations Sheet requires the pati- 
ence of Job, the talents of a inicroengTaver and 
an assortment of coloured pencils and pens that 
would stock an art store for years. This is for 
Game I, Game 111 with Second Combat, Auto- 
matic Victory, etc., is a short course in schizo- 
phrenia. 

This is most unfortunate, since ANZIO is an 
excellent game, and I am afraid that sales are 
hound to slump as a result of the complaints 
which are rising from every quarter. For some- 
body like myself, who does 95% of his wargam- 
ing by mail, this means not buying the game. 1 
would certainly not have bought it if f had 
known what PBM would be like. 

Happily, there is a way to PBM Anzio without 
losing your mind. I have developed a system that 
eliminates all the difficulties of the AH system 
wilhoul adding any new ones. There are three 
basic elements to the system: 

First, and most important, is the Unit Designa- 
tor Code system. I have taken each counter that 
appears in any of the game versions and assigned 
it a code number. This number has three parts: 

1. The Army designation: A = American or 
US-Controlled, (This includes US, French and 
Brazilian units, all of which were operating under 
US command). B = British Controlled, (This 
includes all other Allied units, all of which were 
under British control at the time.) G = German 
units; I == Italian. 

2. Unit Number: I have arranged all units in 
each Army hi sequence, (I used the relative 



strengths and organizational structure, but that is 
not important.) The vital element is that each 
unit has its own unique number within its army 
3. Strength: This is critical when using the 
SRT. 1 have used subscript letters to indicate step 
losses. For example, "a" indicates loss of I step, 
"c" indicates loss of three steps, etc. 

As an illustration of how these codes look, 
take the following examples: 

"A18" = 92d US Infantry Division at full 

strength. 

"B16a" = 4th Indian Division, with one step 

lost. 

"Glc" = Hen-man Goering Panzer Division, 

with three steps lost. 

"126" - Folgore Brigade (Italian). 

"G18u" = 60th Panzer-Grenadier as an up- 
side-down counter. 
The Unit Designator Codes are the key to the 
system and can, in fact be used without the rest 
of the system. Those of you who are in love with 
coloured pencils (ur are stuck with a pile of AH 
PBM sheets), can use the codes with the AH 
Operations Sheets. Not only are these codes easy 
to use on the maps, they are much easier to work 
with when recording combats and combat results. 
I have used a similar code system for WATER- 
LOO and STALINGRAD for years, and it makes 
it much easier to record combats. Moreover, by 
marking the individual pieces with their proper 
codes, you avoid "unit counter salad" and most 
of the sorting that has to be done between PBM 
turns. (It is also a great help in FTP as you can 
enter the codes on the Order of Battle sheets as 
well.) 

The second part of my system is the Opera- 
tions Sheet. This is a simple sheet which contains 
all of the units to be used in the game and a 



column for each turn. On my sheets, all of the 
movement for Game I can be recorded on two 
sheets. Aside from cutting down on materials 
costs, this sheet enables you tu check movement 
and account for missing units as each units last 
position is right next to its present position. This 
means that a new sheet is required only twice 
during the game, except on combat turns. 

The third element of my system is the Combat 
Sheet. This is filled out only when the player is 
attacking. It containes the usual elements for 
seven combats, unit listings, odds, stock results, 
etc. but is arranged in a more convenient manner 
than the normal All sheet. It also contains a 
section For attacker to record the desired retreat 
and/or advance squares for his units and a section 
for defender to record his units' retreats. Spaces 
are also provided for the recording of unit losses 
and replacement balances. 

I have, so far, discussed mostly Game 1. My 
system is also easily adaptable to games II and III 
and I am in the process of making the necessary 
additions. The Combat Sheets, of course, can be 
used for any version using the UET. The Unit 
Code Designators are also usable in any version of 
ANZIO, including the mini-games and various 
unofficial variants that 1 have seen. I am now 
preparing a new Combat Sheet to be used for the 
SRT and some flexible-use Operations Sheets 
which wiirbe usable for all the Games, minigames 
and variants of Anzio, (And which can be used 
for many other games as well). 

I will be happy to send a sample set of my 
system for a self-addressed stamped envelope ( 1 2 
cents, please). 1 am not interested in making 
money from this, so will just try lo get back pari 
of my investment as 1 had to have some of the 
material commercially printed. My primary inter- 
est is in furthering the cause of wargaming and 
not lo let a fine game go down the drain because 
of a poor PBM system 
Richard D. Thurston 
Route 2, Box 2643-5 
Spanaway, Washington 98387 
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Plan of the Month 



Ardennes Breakthrough 

by 
Randy Heller 

In Randy Heller's own words, "this Plan could 
very well revolutionize (he concept of the Bastogne 
myth/' We're not ready to concede thai fact, but 
two of his PBM opponents who were stung by this 
plan stated, a) "Ouch." b) "It seems that this 
justifies your experience thai one in three result in 
breakouts . . . it yields a sample space of proba- 
bility elements for breakout about (1% greater than 
my best effort. " 

After having read several opening moves in The 
General, I have yet to see one that results in a 
breakthrough for Ihe Germans, i.e., open roadlsl 
to Ihe Meuse. The Americans are always able to 
fill the gaps with at least one U.S. unit. 

[ have developed an opening move which gives 
the Germans close to a 1 out of 3 chance for a 
total breakthrough in the northern sector anil 
close to a 1 out of 4 chance for a breakthrough 
in the central sector. With luck, a hreakthraugh 
in both sectors can occur simultaneously. The 
key to the German breakthrough lies in the 
Elsenborn ridge. 

Order of Battle 
(positions after initial move) 

6th Panzer Army 

Peiper, 1SS/4 & 9SS/18 SS9 

9SS/19, 9SS/10& 18/35 SS8 

ISS/i IS/36 & 26/51 SS7 

26/52 & 62VG' SS6 

340/679 TT11 

340/680 TT9 

560/915 UU13 

560/916 UU11 

5th Panzer Army 

Pz. Lehr QQ17 

1 l6Pz./406 & 277V.G SS15 

79V.G TT15 

116Pz./310 0023 

116PZ./312 0022 

2Pz./7, 12/23 & 3 Par/13 PP27 

2PZ./17, 150Pz. B. & 3 Par/14 PP26 

2Pz./8, 12/24 &. 13 Par/15 0026 

326/561 PP20 

326/562 PP24 

7th Army 

5 Par TT30 

167/334 & 276V.G UU30 

167/333 VV30 

352V.G RR27 



Battles 
(make sure attacks arc in this order) 



1. 9SS/I9, 


9SS/I0, 






1SS/2 & 18/36 v; 


. 99/361 


(3-1) 


2. Peiper, 


1 SS/4, 






9SS/1 8 & 1 8/35 vs. 99/393 &. 99/395 


(4-1) 


3. 26/51 & 62V.G. vs. 2/38 


(3-1) 


4. 26/52 


vs. 2/23 


(1-2) 


5. 






106/422 


(3-1) 


6. 






106/423 


(1-D 


7. 






28/109 


(6-1) 


8. 






4/8 


(3-1) 


9, 






4/12 & 4/16 


(1-4) 



Movement After Combat 

Attack I 
D back 1 - QQS 
D back 2- QQ8 
D back 3 QQ7 
A advance- Hold 



Attack 2 

D back 3- QQ7 

D back 4- QQft 

A advance 2 or 3- Peiper &. I SS/4- QQIO 

9SS/I8& 18/35- QQ9 

Attack 3 

D back I- QQ7 
D back 2- QQ6 
D back 3 - RR5 
A advance— All In 

Attack 7 

D back 4 Clervaux 

A advance- Your choice, as long as German 
zones of control include LL27. 

Commentary 

If the first two battles work, (I out of 3 
chance PBM) you're on the way to the Meuse. 
The only available U. S. unit to guard the 
Vielsnlm and Malmedy roads is 106/424 at St. 
Vith. It can't guard both roads! Hence, either 
Lehr or the SS Panzers have a clear road to the 
Meuse. Andetme and Huy should and can be 
secured by 17 A.M., as well as Aywaille, Verifiers 
and Miinhiiy. 

Even if the first two attacks result in engage- 
ments, the Germans can still have a breakthrough 
in the central sector by receiving a D back on the 
third attack and a D back 4 on the seventh 
attack. This will result in Pz. 1 16 having a clear 
road to Houffalize. 
Randy Heller 
1468 Richardson Ave. 
Los Alios, Calif. 95022 



Strategic Jutland 



by David C. Bell 

The problem of Jutland as Ihe game is de- 
signed is that it is too accurate, too much a 
simulation of the original battle; thus in portray- 
ing the tactical situation it overlooks many of the 
strategic difficulties and possibilities that faced 
the original fleets. The British fleet was charged 
with protecting British shipping, blockading 
Germany, protecting lines of communication with 
the BEF in France, and protecting England 
herself from attack. The High Seas Fleet princi- 
pally had to whittle the British down until, in a 
final (and not initial!) decisive battle, it could 
wrest away control ai the seas. In Jutland the. 
British are allowed to forget their strategic re- 
sponsibilities, while the Germans are effectively 
denied their goal of isolating part of the British 
fleet. If Scheer had had any idea of the nearness 
of the British fleet on that fateful day (as has the 
German player of Jutlandfhc would have sudden- 
ly remembered an urgent appointment back in 
the Jade. To recreate the strategic situation, 1 
propose the following modifications to Jutland. 
Time Limit. As in Battle of Britain where several 



hours of game time represent a week real time, 
the fleet actions of WW1 can be recreated in 30 
days game time. 

Ships have operating radii as follows; destroy- 
ers, 54 hrs (German) and 60 hrs (British); cruisers 
and pre-Dreadnoughts, 3 days; battleships and 
battle cruisers, 4 days; submarines, 12 days. Ships 
dead in the water may be towed at a speed of 4 
movement factors- 
German ships leaving the North Sea by the 
Skaggerak take 36 hours to reach Wilhelmshaven 
where refueling may begin. Capital ships with 
more than 2 torpedo hits using the Skaggerak, 
while not considered sunk, are out of play for 
liiu rest of the game. 

Refueling, rearming, repairing. Maximum capacity 
of British ports is as on page 14 of the Battle 
Manual. Ships may be refueled and rearmed as 
follows: Wilhelmshaven, 10 hours lo refuel; Scape 
Flow, 10 hrs; Cromarty. 12 hrs; Rosyth, 12 hrs, 
Hull, 15 hrs, Harwich, 12 hrs; Dover (Chatham), 
12 hrs. 

Ships may be "repaired" as follows; each ship 
up to the maximum in Wilhelmshaven (4 capital, 
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4 light ships), Cromarty (1 each), and Chatham- 
Dover (3 each) may "erase" one hit per 24 hours 
in the port. After repair is completed, ships must 
be refueled and rearmed, (lien must raise steam as 
usual. A port may temporarily hold a 50% 
surplus of ships, but is still restricted as to the 
number that can refuel at a time, Ships that have 
just refueled must wait another 12 hours before 
leaving port on offensive operations. 
Points. The German player receives 

5 points for bombardment of a British coastal 
town (Yarmouth, AA4; Lowestoft, BB3; 
Sunderland, Q7; W. Hartlepool, R7, Blyth, 
A7; Aberdeen, 1113; Dover, DDzero). A total 
of 25 hits must be scored at a range of 
15,000 yards. 
10 points each for introduction of a commerce 
raider into the North Atlantic. Germans have 
3 (movement factor is 10): the raider must 
not receive any hits before it leaves the 
search board. 

1 point per hour per 5 ships (ships, not 
counters, including DDs, CLs) attacking 
shipping in the Thames estuary, square 
DDzero. 

4 points for each battleship or battle cruiser 
sunk. 

2 points for each pre-Dreadnuiighl sunk (Dover 
Forte). 

The British player begins with 50 points for 
blockading Germany and receives: 

4 points for each battleship or battlccruiscr 
sunk. 

2 points for each pre-Dreadnought sunk. 
Conditions of Victory. If the British player lias 
more points than the German player at the end 
of 30 days (game time), he wins, If the German 
player has more than 15 points more than the 
British player, he wins. If the German player has 
to IS more points, the game is a draw. 
Sweeps. The British sweep is conditional upon 
British intelligence. When both players have 
plotted their moves, roll the die. A 1 or 2 
indicates that intelligence has warned the British 
of the German sorlie and the sweep is used- 
Coastal Patrol. The British have a coastal patrol 
of 35 destroyers, whose job is patrolling the coast 
and giving warning. These units may be simulated 
by the following rule: The British player murks 
any 15 non-adjacent squares within 6 squares of 
the English coast or north of line L on a search 
sheet. The German player puts this sheet over his 
initial move and is sighted if any of his task 
forces passes through one of these squares. 

Summary. In Strategic Jutland, the British player 
must use his naval superiority to meet his heavy 
responsibilities, rather than complacently sweep- 
ing through the North Sea. He must constantly 
patrol with his lighl ships tD get advance warning 
oT German sorties. The German player now has a 
real possibility of trapping part of the British 
fleet, but must take the attendant risk of getting 
cut off from his base. In addition, unlike the 
usual game where the German player feels he has 
to stand and fight even u superior fleet because if 
he turns tail and runs there is no game; in 
Strategic Jutland, he can run like hell with no 
guilt feelings and try for a piece of the British 
fleet next time. This version obviously is going to 
take longer to play than the standard game, but 

if you want to be a naval stratcgian 

David C, Bell 

Peace. Corps 

Monrovia, Liberia, Africa 



TAC Air in D-Day - Part I 



By T,Sgt Robert A. Burge 



The good Sargeant feels a bad job was done by 
Avalon Hill in implementing the SAC bombing 
rule. Having served nine years in the Intelligence 
field of SAC with the U. S. Air Force, he might 
jiisl happen to know what he is talking about. 

Every time I have an opportunity to play a 
game of D-Day I find that I come away with a 
bad taste in my mouth, so to speak, from the 
totally unrealistic and inaccurate SAC bombing 
rule which AH pulled from somewhere in left 
field. There is no historical basis for AH's rule. 
At no time during the entire Battle for France or 
during the Normandy invasion itself did SAC 
manage to eliminate a single German ground 
formation. The truth of the matter is that SAC 
was used only once againsl an enemy ground unit 
for the purpose of eliminating it from the field of 
sombat. 

This particular instance took place as part of 
the American breakout attempt at St. Lo and 
caused more US casualties than German according 
to most sources. 

The attack was aimed at the dug-in Panzer 
Lehr division and only had the effect of disrupt- 
ing German communications, lowering German 
Iraop morale (to say nothing of its effects on 
American morale), and creating a shock affect 
which reduced, somewhat, the Geiman will to 
fight. 

SAC attacks against industrial areas, rail 
centers, oil refineries and so forth greatly reduced 
the ability of the German industries to put 
military vehicles in the hands of the combat 
troops where they could be employed btil these 
attacks did little or nothing to decrease the 
number of fighting vehicles actually on the field 
of battle itself. 

So far I have spoken only about SAC and yet, 
my title speaks of TAC Air in D-Day. Why 
should TAC air be of any interest to the D-Day 
player? What use was it put to during the 
campaign? What results were achieved? What were 
the thoughts of the German Generals concerning 
Allied use of TAC? 

In answer to the first question let mc say that 
the use of TAC is a far more realistic approach to 
giving the Allied player his air power that was 
available to him. Why? First, simply by glancing 
at AH's board it is possible to see that the scale 
per square is tremendous - something on the 
order of 150 lo 200 square miles — and lo 
saturate such a huge area with enough bombs to 
eliminate an entire division (would you believe 
three full divisions) would have been an impos- 
sibility. Even with our modern B-52's such a feat 
is virtually impossible as evidenced in Vietnam 
where we have been trying to eliminate ground 
units with SAC forces. 

TAC, on the other hand, is capable of overfly- 
ing a particular ground area and can pick out 
targets of opportunity. It can attack troop con- 
voys, assembly areas, and other mobile or im- 
mobile targets within a particular area. Its accur- 
acy is increased because it can fly lower, maneu- 
ver better and operate in more, adverse conditions 
than can SAC. All of these tilings put together 
means that it was able to hit mobile targets 
(which SAC could not) with a great degree of 
accuracy (which SAC could not) and hit smaller 



targets such as highway bridges, supply dumps. 
railway rolling stock (which, again, SAC could 
not). Now, what use was it put to in the 
campaign. 

A few figures taken from D-Day - Spearhead 
of Invasion by R. W. Thompson muv ,lelu ' lere - 
The British 2nd and the U.S. 9th Tactical Air 
Forces were to be in close support. On the 'Day' 
the air forces would maintain a sustained density 
of ten fighter squadrons over the beaches, five 
British and five American. Six squadrons would 
be alerled to supporl the beach cover. Five 
squadrons would cover the main Naval approach- 
es, and u striking force of 33 fighter squadrons 
would be in reserve. Following the fulfillment of 
escort duties for the Airborne troops a total of 
171 squadrons would be apportioned, 54 to 
beach cover, 15 to shipping cover, 36 to direel 
support, 33 to offensive operations and bomber 
escort and 33 as a striking farce. 

The results achieved were excellent, Only stray 
enemy aircraft were able to attack the beaches 
and the men and material on tlicm. The 12SS 
Panzer Division was badly delayed in its advance 
from Lisieux and found its fuel dumps destroyed 
at F.vrecy. The defences of La Madeleine were 
badly mauled by the U.S. 9th Air Force, German 
reserves were held up in their advances and losses 
were very high in both men and material. All 
ground movement was restricted lor miles. 

As for the feelings of the German Generals, 1 
must once again go to R.W. Thompson's book, 
mentioned earlier. In it Rommel's views are 
expressed thusly. "He had had painful experience 
of Allied air supremacy in the Western Desert, 
and knew well the fate of armoured columns 
attempting to move by daylight under 'open- 
bomb sights". If the armour was not there he 
doubted its ability to get there and certainly not 
in time. It was. in any case, virtually impossible 
to move armour on the stricken roads by day," 

As for Von Rundstcdts and the Panzer 
Generals views on the matter tie says "First, Von 
Rundstedt visualized delivering massive counter- 
strokes after the Allies had broken through the 
outer crust of the sea defences; secondly, he did 
not share Rommel's views on Normandy; thirdly, 
he could not agree to the commitment of the 
armoured reserve close up before the event. 

The Air argument, which rendered the armour 
difficult to move, might easily trap it and destroy 
it if Rommel had his way, and the main assault 
should come in against the Pas dc Calais, or 
elsewhere. Guderian also fell that the Panzer 
formations could be moved quickly enough from 
inland areas to the beaches despite the known 
fact of Allied Air supremacy. 

In the final analysis it can be said that 
Rommel's views were proven correct by the 
events thai took place in Normandy. TAC, in the 
long run, proved too much for the German field 
commanders to cope with. 

T/Sgt. Robert A. Burge 

1 19 Melick Avenue APO San Francisco 96553 

Next month - in the final Part - Surge offers 
the mechanical suggestions to implementing TAC 
in D-Day, including the revision of "Invasion 
Area" churls lo reflect availability of TAC fac- 
tors. 
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Here's the first plausible attempt at transform- 
ing our new mass-market wargame into a "nut" 
vehicle. No one is belter qualified than £di 
Birsan, himself a "nut" game designer of some 
repute. Birsan has been a behind-the-scenes acti- 
vist in most of the S&T Magazine operations. He 
has been instrumental in the design and develop- 
ment of many of the Test Series Games published 
by Poultron Press, We welcome him to the 
literary commeraderie of The General , . , 



Kriegspiel CRT Revisions 



By Edi Birsan 



2 TO 1 



3 TO 1 



When Avalon Hill brought their Kreigspiel 
game to the general public the objective was to 
widen their market base through the combination 
of a simple game and a book case game format. 
In my opinion Kreigspiel fails in two broad 
categories: first as a game of any sophistication in 
design and second as a wargame. The failure as a 
wargame can be stomached if the game still has 
excitement and use of strategy or skill; but the 
failure as a game plain and simple is not 
acceptable under any conditions. While much 
may have to be changed to bring the game into 
the imagination of the hard core wargamer a few 
revisions of the combat results tables and pro- 
cedures may be sufficient to make the game more 
enjoyable and give it a bit more excitement first 
for the regular gamer and then for the hard core 
nut. 

In the present game, one of the crucial 
problems of the matrix system is that the results 
can be predetermined by one of the parties. 
While this may be permissible at odds of 7-1 it is 
not acceptable at odds of 1-1, for this not only 
reduces the excitement of Ihe combat portion Of 
the game it also reduces the over-all enjoyment of 
the game. What is needed is a CRT with action 
and excitement. The following modifications at- 
tempt to do just that: 



1 TO 1 







Attacker' 3 


Choice 




A 


B 


C 


D 


E 


F 


1 


m 


CA 


Aa2 

DE 


AE 
Da3 


Ar4 
Daiv 


Aa4 
DrA 


2 


CA 


Aal 
DE 


AE 
Da2 


Ar3 

Da3 


AaA 
Dri 


NC 


3 

a 


■H 


Aal 

DE 


AE 
Dal 


Ar2 

Da2 


Aa3 

Dr3 


NC 


CA 


o ft 

n 


AE 
Dal 


Ar2 
Da2 


Aa2 
Dr2 


NC 


CA 


Aa4 
DE 


■a 5 


Arl 
Dal 


Aa2 
Dr2 


NC 


CA 


Aa3 

DE 


AE 
Dai 


« 6 


Aal 
Drl 


NC 


CA 


Aa3 

DE 


AE 
Da3 


Ar4 
Da4 



KEY: A: Attacker 
D: Defender 
a: Advance 
r: Retreat 
Si Eliminated 
CA: Counter attack 
NC; No combat 





Attacker 1 


3 Choice 






Attacker's Choice 


A 


B 


C 


D 


A 


B 


C 
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■3 


NC 


Aal 
DE 


X 


Aa2 

Drl 


1 


NC 
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Aa3 

DE 
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DE 


X 


H 
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DE 


NC 
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X 


Aa2 
Drl 


NC 
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DE 
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Dri 


Aa3 

DE 


NC 




A&2 
DE 


X 


Aal 

Drl 
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KETs Same as 1 to 1, with "X" an Exchange 



1 TO 3 



1 TO 2 





Attacker's Choice 


A 


B 


C 


1 

a 


NC 


AE 
Da3 


Ar4 
DaA 


OS t 
1 


Ar4 
DaZt 


NC 


AE 
Da3 
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AE 
Da3 
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Da4 


NC 





Attacker's Choice 


A 


B 


C 


D 


1 

0) 

o 


NC 


AE 
Dal 


CA 


Ar2 
Da2 
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[0 


Arl 
Dal 


NC 


AE 
Da2 


CA 


i 


CA 


Ar2 
Da2 


NC 


AE 
Dal 


a 4 


AE 
Da2 


CA 


Arl 
Dal 


NC 



KEY: Same as 1 to 1 Table 



Players will note that at 1 to I there is a 6x6 
matrix with six basically different results. All 
results should be self-explanatory with the excep- 
tion of CA (counter attack). When a Counter 
attack is called for the defender has the option of 
either attacking immediately (during the attack- 
er's combat portion of his turn) any of (he 
attacking units that initiated combat with him 
and the resolve that combat during the attacker's 
combat portion of his turn, or to retreat one 
square and allow the attacker to advance into his 
previous position. In this manner there is a little 
more combat action in the otherwise dull routine 
of 1 to 1. Players will also note that there is 
always a chance of escape with no combat (NC). 
Rather than make up new cards with new titles 
on them players are advised to use the first 6 
cards in any poker deck for their matrix choices. 

From a view point of over-all-affects on the 



game of this CRT, players may wish to either 
change the opening number of units for red from 
14 to IS or two make the game start with 16 
units for Red and 14 for Black. This makes up 
for the advantage that Red had under the old 
CRT and is lost with the addition of the one 
above. 

To bring the game up to the complexity 
desired by most of the hard core nuts would 
entail a general over haul of the entire game, but 
through the employ of a double matrix or matrix 
and die roll system we may be able to make the 
game a bit more enjoyable for the fanatic. The 
idea is that first you have a combat style matrix 
which indicates the type of combat that emerges 
from the tactical choices of the players. Then 
you have a CRT for each of the combat styles. 
Thus an additional phase of combat is added to 
the routine of play and a bil more uncertainty. 
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Here we will experiment with a possible combina- 
tion of matrix and die roll possibilities. 

Both players choose a combat style and deter- 
mine the results via the matrix below: 

Combat Style Matrix 







Attacker's Choice 




1 


2 


3 


4 


n 

Ti 

Q 

<*H O 


A 


A+ 


H 


B- 


R 


B 


R 


A- 


R 


B+ 


C 


H- 


R 


H+ 


A 


D 


A 


H+ 


R 


D- 



A: Attrition 
R; Hold 
B: Blitz 
Rs Regular 

Advance Version CRTS 

BliTZ 



Die 


1-4 


1-3 


1-2 


1-1 


2-1 


3-1 


4-1 


1 


CA 


NC 


NC 


NC 


NC 


CA 


Dr2 
Aa2 


2 


CA 


CA 


CA 


CA 


CA 


Dr2 
Aa2 


Dr2 
Aa2 


3 


CA 


Arl 

Dal 


Drl 
Aal 


Arl 
Dal 


Drl 

Aal 


Dr3 

Aa3 


DE 
Aa4 


4 


AE 
Da4 


Ar3 
Da3 


Dal 
Arl 


Dr3 
Aa3 


Dr4 

Aa4 


DE 

Aa3 


DE 

Aa4 


5 


AS 
Da4 


AE 
Dai 


Ar3 

Da2 


DE 
Aa4 


DE 
Aa4 


DE 
Aa4 


DE 
Aa4 


6 


AE 
Dai 


AE 
Da4 


AE 
Da3 


AE 
Da3 


X 


DE 

Aa3 


DE 

Aa4 



KEYt A: Attacker 
D: Defender 
at Advance 
r: Retreat 
Ei Eliminated 
CA: Counter attack 
NC: No combat 
X: Exchange 

HOLD 



Die 


1-2+ 


1-1 


2+-1 


1 


NC 


HC 


HC 


2 


NC 


NC 


NC 


3 


CA 


NC 


NC 


4 


Dal 

Arl 


CA 


NC 


5 


Ar2 


Dal 
Arl 


CA 


6 


Arl 

Dal 


Drl 

Aal 


Ar2 

Dal 



The letters indicate which table the attack is 
resolved on: B - Blitz table; A: Attrition; R: 
Regular; H: Holding. The positive or negative 
numbers indicate a change in the odds: a +1 
would turn a 1-1 attack into a 2-1 attack while a 
-1 would turn a 3-1 attack into a 2-1 attack. 
Players may ignore the positive or negative 
numbers if they feel it depicts too much chance 
in combat and may use the table wilhout them. 
One other possibility is to allow the attacker to 
choose his combat style and roll it off on the 
respective tables below without going through the 
Combat style Matrix . . . 

REGULAR 



ATTRITION 



Die 


1-3 


1-2 


1-1 


2-1 


3-1 


1 


CA 


NC 


HC 


NC 


CA 


2 


Da3 
Ar3 


CA 


CA 


CA 


Da2 
Ar2 


3 


Da2 
Ar2 


Drl 
Aal 


Drl 
Aal 


Arl 
Dal 


Dal 
Arl 


4 


AE 
Da2 


Arl 
Dal 


Arl 
Dal 


Aal 

Drl 


DE 
Aal 


5 


AE 
Da2 


Da2 

Ar2 


CA 


Aa2 

Dr2 


Dal 
Arl 


6 


AE 
Da3 


AE 
Drl 


X 


DE 
Aal 


DE 
Aa2 



Die 


1-3+ 


1-2 


1-1 


2-1 


3+-1 


1 


CA 


CA 


CA 


CA 


CA 


2 


Arl 

Dal 


NC 


NC 


NC 


Dr2 
Aal 


3 


Ar2 
D&2 


Arl 
Dal 


DE 

Aal 


Drl 

Aal 


DE 
Aal 


4 


AE 

Dal 


Arl 
Dal 


AE 

Dal 


X 


DE 
Aal 


5 


AE 
Dal 


AE 
Dal 


X 


X 


X 


6 


AE 

Da2 


X 


X 


X 


X 



KEY: Same as Bljtz Table 



These are but a few possible alternatives to the 
present combat results system used in Kriegspiel. 
Players may want to experiment with these ideas 
so fed free to alter them as you please, but let 
me know how your experiments work out so that 
the word can be passed along the line . . . 
Edi Birsan 
48-20 39ST, L1C, NY 



The Decisive Arm 



by J. E. Poumellc. Ph.D. 

One of the problems of war-game design - in 
fact, from the realism standpoint, perhaps the 
major problem - is the handling of units of 
qualitatively different types. As 1 have pointed 
out in "/Tie Figure of Merit Fallacy,"* the 
technique of the "combat factor" is a major 
contributor to this difficulty, because it attempts 
to handle a qualitative difference as a purely 
quantitative one. The Tactics II game is the first 
example: in that game, armor is infantry that is 
stronger and moves fast. There are no Other 
differences. Waterloo is another example: artillery 
is in no way different from other pieces, the 
horse artillery being only a form of cavalry and 
the "foot artillery" used mainly as soakoff 
fodder. Once this kind of quantitative representa- 
tion is accepted in the rules, a realistic game 
becomes impossible. 

This article, attempts to investigate two aspects 
of the problem: what, in the world of real 
military history, were the qualitative differences 
between comb;il arms, and secondly, how at least 
some of these can be simulated. We will parti- 
cularly concentrate on the decisive arm: that is. 
which kind of combat force seems to have been 
the key to viclory. In doing so we must rememb- 
er one important principle: the combined arms 
army, under a captain who understood the 
strengths and weaknesses of each combat arm and 
used them efficiently, has always been the key to 
victory. It is this which we ought to strive for in 
war games: rales which are sufficiently realistic to 

* See Vol. 6, No. I The Genera! 



reward armchair general for understanding this 
principle, and punish them for failure to do so. 
Classical Warfare 

Determining the decisive arm in the early 
classical period is difficult because the records are 
not clear. However, in ancient Egypt it seems to 
have been disciplined infantry, while the Heroic 
age of Greek history relied on warrior bands led 
by a military chieftain. All this was changed 
sometime around 1500 BC when chariotry be- 
came a military art. The "Princes of the desert" 
or "Hyksos" or "Shepherd Kings", probably 
Semitic nomads closely related to the tribe of 
Abraham, conquered Egypt through a combina- 
tion of treachery and the superior technique af 
the chariot. The- Hittities developed a very light 
form of war chariot which carried two armed 
men and a driver; sometimes one of the fighting 
men was an archer, but invariably one was a 
spearman ,V?ho also threw javelines. The war 
chariot combined firepower with mobility, and 
the warriors fought mounted, although there are 
instances in which the chariots would deliver a 
spearman into a crucial spot and recover him if 
he faltered. 

The war chariot dominated the battlefield for a 
long time. Finally, the Dorian invaders of Greece 
developed heavy armed discipline infantry able to 
stand a charge of chariots or other cavalry, and 
the hoplitc became invincible. This continued for 
another long period, with one exception. Alex- 
ander of Macedon, following the innovations of 
his genius father King Phillip, developed the 
technique of the combined arms army, the 
ecisive stroke sometimes being delivered by the 
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heavy cavalry (known as the Keteroi or King's 
Companions) as at Arhela, at other times by the 
phalanx of heavy infantry, as at lssus, and even 
at times by the light armed hypasists or "silver 
shields." 

With the exception of Alexander, however, the 
heavy infantry phalanx (named for the phalanges 
nr fingers) and the maniples (named for the 
hand), Legionary infantry won over the Phalant, 
but the imporatnt point is that heavy infantry 
were still supreme Fur a time Hannibal almost 
upset this, and speculation about what might 
have happened had the Nubian cavalry not 
changed sides and joined the Romans in the 
decisive battle of Zama can continue endlessly; 
but until Adrianoplc, the decisive arm was legion- 
ary heavy infantry, supported with indifferent 
cavalry auxiliaries. 

Chivalry and Its Fall 

Adrianiopie brought the heavy cavalry to the 
forfront. and changed not only military but social 
history for a thousand years. The heavy cavalry- 
man, armed wilh equipment which might require; 
as much as ten man-years of effort to construct, 
and mounted on a horse which consumed twice 
as much as a peasant, dominated the battlefield; 
and the inheritance of his equipment decided to a 
great extent the political organization of the 
western world. 

The end of the age of chivalry brings a 
confused picture. During the Hundred Years War, 
English archers - an early form of artillery, in 
form dominated in some battles. The archers 
were not really infantry, in that their supply was 
more complicated than that of a true infantry- 
man, and they were effective only in fighting 
from fixed emplacements. On the other hand, the 
French developed true infantry capable of stand- 
ing up to anything the English had, but forgol 
Ihe lesson in lime for new disasters at the hands 
of the English archers in places like Aginuourt. 

Spanish sword and buckler men and Swiss 
pikemen both successfully stood up to the best 
heavy cavalry of the age, so that it cannot be said 
that artillery brought about the demise of the age 
of chivalry: Ihe rediscovery of disciplined in- 
fantry would probably have accomplished that 
result if artillery had never been invented. 

But the new infantry had not iong before 
technology made the musketeer a new factor on 
the battlefield, arid brought us up to the age in 
which board type war-gamers begin their efforts. 
There may be Chivalry or Classical board type 
war games, but the author is unaware of any of 
them interesting enough to piay. (I have heard of 
a game called Hannibal which is privately printed, 
but have never seen it. It is recommended by 
people for whom I have some respect.) 

The Musket and the Cannon 

Despite the American myths to the contrary, 
the age between, say, the end of the reign of 
Elizabeth when the Privy Council formally declar- 
ed the bow no longer to be the national weapon 
of England, and the time of the Mini ball has 
lillltj place for the rifle. George Washington was 
greatly concerned for the protection of riflemen, 
so much so that he ordered that they be issued 
folding pikes for defense. Nathaniel Greene, one 
of Washington's best Generals, hoped never to see 
another rifle: and Daniel Morgan, the real hero of 
Saratoga and creator of Morgan's Frontier Kifle- 
men, won his real fame in comma nd of mus- 
keteers at the Battle of Cowpens some years 



later, and had little use for the rifle except as a 
special weapon lo be used in combination with 
niher arms. It was the disciplined ranks of the 
Continental Army, standing fast and trading 
volleys with the British, able to fal! upon them 
with the bayonet after exchanges of fire, who 
won the Revolution; but there were complica- 
tions. Artillery was the decisive arm. 

The Civil war brought a new twist. Rifles were 
not perfected well enough to outrange the artil- 
lery, and the infantry became once again the 
decisive arm. Rifle pits and defensive tactics 
allowing a reduction of the ratio of forces to 
space to be lowered to as much as 1 500 men to 
the mile, and the systematic use or the railway 
make the War Between the States the first of the 
modern wars. But it was not long before artillery 
once again caught up, and the artillery dominated 
the battle field once again. 

In World War One, the decisive fact was 
supply; and one of the most critical points was 
that fast moving infantry outran their artillery, 
after which they bogged down and could do 
nothing against enemy strong points. For all Ihe 
breakthroughs of t.udendorfs infiltration tactics, 
the German Army could not keep up the advance 
because the artillery could mot move as fast as 
the marching troops. Once again, artillery became 
the. decisive arm. 

World War Two was the war of armor; yet the 
self-propelled gun also came into its own. Strate- 
gic campaigns were decided by logistics and 
mobility, while tactical battles seemed to show 
the tanks as the decisive weapon. 

In Korea, the artillery quickly became domi- 
nant, particulary in the static war along the 
demarkation line, but even earlier the big guns 
(when supplied) settled most battles. There are 
signs that when the war in Viet Nam reaches the 
set peice bailie stage such as in Ihe siege oT 
Khe San, and certainly at Dien Bjen Phu the 
artillery is the decisive arm, the terrain being 
unsuitable for tanks, 

Discussion 

What can be learned from this cursory and all 
too brief study of military history? The im- 
portant point, I believe, is that there has been a 
decisive arm at each point in history; and 
although 1 have not shown it in my narrative, it 
has always been the man who recognized this fact 
and used that arm properly in. combination with 
other forces who won buttles. 

Now, whal are the characteristics of the 
various arms? Let us take Ihem in turn, beginning 
with the Napoleonic era, since board war games 
seem not to go beyond that period. 

Infantry: need relatively little supply, Carry 
most oT their weapons and provisions with them. 
Slow in comparison with other kinds of force, 
but capable of surprisingly rapid movement for 
short periods in forced marches. High firepower 
only when concentrated. Attack causes heavy 
losses in the beginning phase; after breakthrough 
losses can be light. 

Cavalry: Rapid. Weak and almost ineffective 
when used against infantry in place. Good at 
attacking infantry in column form. Good at 
attacking artillery, particulary in the flank. Useful 
in reconnaissance, and vital in pursuit. (And 
pursuit is generally the difference between winn- 
ing a battle and annihilating the enemy.) 

Artillery. Generally slow. Requires immense 
supply trains for proper use, so that artillery 
dominated battles become in part the battle of 
logistics. Not particularly useful in the attack 
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unless combined with other arms, but when used 
in proper combination, concentrated to deliver 
the crushing blow at the proper place and time 
can allow decisive attacks by other arms. Highly 
valuable in the defense of static positions. Vitally 
dependent on other arms for defense, however, 
and incapable of operating alone. 

Armor: Can be thought of as a combination of 
heavy cavalry and artillery. Subject to severe 
logistics problems, as unlike cavalry there is 
almost no forage capability. (Forage was, how- 
ever, the major problem of heavy cavalry in the 
Age of Chivalry. For example, the defeat of the 
Kingdom of Jerusalem at the Horns of Hat tin was 
due to inadequate water and forage rather than 
weakness of the combat arm itself.) Subject to 
Ihe usual supply problems of artillery. Highly 
mobile, capable of rapid movement in terrain 
unsuitable for infantry, wheeled transport in- 
fantry and motorized divisions, and conventional 
artillery. Some of the most spectacular victories 
of armor have come about through exploitation 
of terrain features in which armor can operate 
without support from other forces, but usually 
incapable of operating alone. Best anti-armor 
tactics have been through combination of artillery 
and infantry or other armor (Rommel) and 
through operations against armor supply line. 
Decisive stroke of armor usually delivered not in 
direct attack, but through penetration of enemy 
defenses followed by exploitation of mobility of 
yrmor to destroy enemy rear areas, logistics, and 
supply. (Guderian; Mannstein; Patton; Rommel; 
Wavell) 

Conclusion 

My next article will look at methods of 
simulating the various characteristics of the dif- 
ferent arms. However, we can draw a few 
conclusions immediately. First, range is not the 
major characteristic of artillery; it is concentra- 
tion of firepower. Therefore, one rule for simula- 
tion that affects artillery more than any other 
would be the stacking rule, and allowing slacks of 
artillery in excess of the combat factors allowed 
for infantry would greatly increase realism. This 
is particularly true in Waterloo, 

Second, armor is more than fast infantry with 
more strength. It should be allowed lo operate in 
terrain that slows infantry down: swamps, foot- 
hills, low mountains: all these affect armor less 
than they aflact infantry or cavalry, and certainly 
affect infantry or cavalry, and certainly affect it 
less than artillery. More armor is dependent on 
supply. In one simulation game we have two 
kinds of supply units: motorized (trucks) and 
armor (tracked). The tracked supply peices can 
go with the armor, and supply armor for decisive 
battles. The truck peices are more numerous, but 
roadbound and quite slow off roads. Addition of 
these peices with a supply rule makes for a very 
complex game. 

Third, armor is limited in the amount oT 
terrain it can hold. It is fas! but can hold large 
areas only by defeating an enemy in detail, or 
getting behind the enemy and cutting him off. 
destroying his lines of supply, etc. 

I have deliberately left airpower out of this 
article, but will consider it in a future series. My 
next article will look more closely at gaming 
features which can be deduced from the informa- 
tion above. 
J.E. Poumeile, Ph.D. 
12051 Laurel! Terrace 
Studio City, Calif. 91604 
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Question Box 



BULGE: 

Q. In a situation where the U.S. has German 
Units completely surrounded, may these units 
participate in an attack by units from outside the 
encirclement? 

A. Yes. If any of tile units in an attack are 
supplied, all others engaged in that particular 
attack are considered to tie supplied (as pertains 
io Ihe supply limitations on attacks). NOTE 
THAT THIS APPLIES TO BULGE, NOT TO 
AFRIKA KORPS. 

BLITZKRIEG: 

Q. Sit station i Blue fighters intercept in bombing 
attack while Red is attacking all possible landing 
bases with range of these fighters. Some of these 
attacks are at soak-off odds. Are the Blue fighters 
eliminated for lack of an undisputed base at 
which to land? 

A. No. In this specific situation, Blue may hold 
the fighters until all base raids are resolved, then 
land if lie has a base under undisputed control 
(no enemy within one square*. If no such base is 
available, the fighters are eliminated. 

Q. Just what is u "friendly" minor country city, 
and how does such a state effect air transport, 
supply, etc.? 

A. A "friendly" city is one that may be used lor 
supply, air and sea transport, air base, etc. All 
Mtijar Country cities are considered "friendly" 
when they are captured and under the complete 
control of one or the other side. Complete 
control means that no enemy unils are in or 
adjacent to the city. 

Physical capture of a Minor Country city does 
not necessarily mean that city becomes friend- 
ly. All cities in a particular Minor Country must 
be captured (with the Minor Country City 
Capture Table) in order for any of them to be 
considered "friendly". Which side captures the 
cities does not bear on whether or not they can 
be considered friendly. EXAMPLE: On Blue's 
first turn he captures V20, MM, Oil, and X27. 
None of these cities may be considered "friend- 
ly" at this point since CCIS was not captured. 
Red, in his turn, captures CC15 with the aid of 
airmobile and invasion troops. On the next turn, 
all cities in that minor country are friendly to the 
side occupying them and can be used for sea 
movement, air transport, supply, and as bases for 
air units. BUT, if Red had only invaded the area 
around CC15, not capturing the city itself, none 
of the cilies held hy Blue would be considered 
"friendly" on the next turn (The government of 
that minor country is being kept alive by Red). 
Further, the Blue occupied cities could not be 
used until CO 5 is reduced (using the city 
capture Inble) by one side or the other. 

Note that, once captured, a city may always be 
used for ground movement doubling combat 
factor in defense. The only things affected by the 
above are Sea Movement, Air Transport, Supply 
and the use of the city as an Air Base. 

Q. Must an entire minor country be subdued in 
order to receive supplies for the conquered cities? 
A. Yes. 
Q. May a Nuclear attack be used as an interdic- 



tion attack instead of the 4 SAC factors normally 
required for an interdiction? 
A. Yes. 

Q. During Prepare for Piay, may either side 
place units in at sea boxes lhat are not adjacent 
to their Home Countries? 
A. Yes. 

Q, May units that have entered At Sea zone B 
on their previous turn attack a beach in At Sea 
zone C on their next turn? 
A. Yes. 

Q. May units that have invaded a beach with- 
draw through that beach on a subsequent turn? 
A. Only if the units arc Ranger units. 

Q. May Aircraft land in a city that was just 
captured and may units at sea land in a port that 
has just been captured? 

A. No. you cannot capture and use a city in the 
same turn. 

Q. If a Unil uses two unconnected roads in its 
move, may it carry over uncompleted fractions of 
road moves from one move to another? 
A. Yes. 

Q. If all the cities in a minor country fall on the 
turn it is first violated, does the violater still lose 
2 factors? 
A. No, 

FOOTBALL STRATEGY: 

Q. How does the Offensive team Punt? 
A. A Quiets Kick may be called on any play, 
including 4lh Dawn. Thus, the Offensive player, 
on 4th Down, has a choice of selecting either the 
Quick Kick or the Punt play after the Defending 
Player has committed his defense. 

LE MANS: 

Q. May a caT attempting to make a pit stop 
drive through other unoccupied pits in order to 
reach his own? 

A. Yes, but the incoming car may never "pass- 
through" cars already in the pits that may be 
blocking this route. 



1914 

Q. Do the British get 3 replacement steps pet- 
turn or per game? 
A. 3 steps per game. 

JUTLAND: 

Q. At night, do all British ships lose one-half ol 
their gunnery factors? 
A. Yes. 

Q. During search, do players have to call out 
every square in which they have task forces? 
A. No. 

ANZJO: 

Q. What is the movement of units invading on 

Initial Lift? 

A. The movement factor of all IL unils is 

considered to be 3 (Commandos have a M.F. of 

4.) The first coastal square counts against the 

movement of the units. 

Qi On the first turn, when Italian units are 

stacked with hostile German units, what happens? 

A. Ihe German player moves his units one 

square away in any direction before the Allied 

move. 

Q. Can Partisans be attacked at 4-1 or better? 

A. Yes, but they are eliminated only when a 5 

Dr 6 is rolled. Using this attack, the Germans lose 

no steps or units. 

Q. Arc stacking points exactly Ihe same as 

invasion points? 

A. Yes, exactly the same. 

BULGE. AK, and D-DAY 

Q. If a unit in a fortress is surrounded, can it 
move one square outside the fori to a vacant 
square and attack only the unit (or units) that it 
is then adjacent to? 
A. Yes. 

AFRIKA KORPS: 

Q. If a unil uses his entire road bonus and ends 
on a road/escarpment square, may it continue on 
road/ escarpment squares using its normal move- 
ment rate? 

A. Yes, but it must slop on the first non-road 
escarpment square it moves to. 




'Wow ! know where we went wrong' 
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Barbarossa 
With a 
Purpose 

by E. D. Henderson 



When World War [I ended in Europe most 
Americans thought it was won in France and 
western Germany. More educated military 
analysts, however, pointed to the east and the 
Army meatgrinder that evolved out of Hitler's bid 
for victory in Russia: Operation Barbarossa. 

Reading today of the campaign, students of 
warfare note that despite the magnificent early 
successes (700,000 prisoners in the Kiev Pocket 
iind 3,000,000 during the campaign) Hitler was 
groping in the vast expanse of the steepes and 
didn't really know what he wanted: Leningrad, 
Moscow or Stalingrad. 

In Stalingrad the same situation awaits the 
German commander. The game rules state that he 
must enter and occupy the three main cities of 
Russia simultaneously for two complete turns to 
win. And he must do this before May, 1943. 

To do this the Axis forces be moved in 
overwhelming force in one direction while hold- 
ing and pinning in all others. 

To this end the Axis forces should be divided 
into three unequal size Task Forces (a naval term 
which sounds more active and less administrative 
then the traditional "Army Group"). The opera- 
lion will have two phases and employment for all 
units in each, 

The composition of the Task Forces will be 

roughly as follows; 

Task Force North: All Finnish units and six 
German 5-5-4 infantry. 

Rask Force Center: two German 5-5-4, five 
4-4-4 and (wo 3-3-4. 

Task Force South: all remaining German units. 

This arrangement fives Force North 44 combat 
factors. Force Center 36 and Force South 147. 
Armor and grenadier elements assigned to North 
or Center if Russian forces in their operational 
areas are too large for the above organization. 

Replacements will go to North and Center, 

Phase one will begin with the advance across 
the border. 

Task Force North will advance along the rail 
lines running from Warsaw and Koenigsberg to 
Leningrad, bypassing Riga if it is lightly held but 
flanking it on the south in any case. The primary 
mission of Force North during this phase will be 
the isolation of Leningrad with the aid of Finnish 
troops. 

(Note: this will eliminate Russian replacements 
for the city and force the city's garrison to come 
out and fight in the open.) 

Task Force Center will advance on Minsk and 
pin any Russian troops there. The final abjective 
for this phase will be the capture and garrisoning 
of Smolensk, again with the mission of pinning 
Russian units and keeping them from interferring 
with operations of Task Force North, 

Task Force South will assault and take Brest- 
Litvosk. Following the capture of that city. 
South will begin a rapid advance along rail lines 
running east through the minor cities south of 
Moscow. Final objective for Task Force South 
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Renegades 

3308 N. 66th Street No. 2 
Scottsdale, Arizona 85251 
David P. Slick - Pres. 

The Warmongers 
13400 Bromwich 
Arleta, Calif. 9T331 
Paul Thompson — Pres. 

The Rheinlanders '70 

2122 Ocean Pkwy, Blvd No. 17 

Santa Monica, Calif. 90405 

Gary Field — Pres. 
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Riley R. Geary — Pres. 
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Jan Miller - Pres. 

National Assn. of Kriegspiel Players 
12995 E. 2nd Ave. 
Aurora, Colorado 80010 
Glenn Ledder — Pres. 

Heeresgruppe 
715 Hillcrest 
Titusvllla, Fla. 32780 
Mike Muth — Pres. 



E.G.M.A. 

303 State Street 

East Galesburg, III. 61430 

Edward Walek - Pres 

Independent Gaming League 
c/o Kazuya Fujita 
1451 E. 55th Street 
Apt. 624N 
Chicago, Ml. 60615 
Alan H. Yngve — Pres. 

Arsenal 

5720 Brighton Place 
New Orleans, La. 70114 
Doug Kewley - Pres. 

SS Totenkopf 
548 Mill Street 
Excelsior, Minn. 55331 

V-2 

1000 Orange Street 
Helena, Montana 59601 
Mike Clinton - Pres. 

The High Command 
303 Dan Troy Drive 
Buffalo, N.Y. 14221 
Peter Schifferle — Pres. 

Military Strategy Confed. 
130 Columbia Street 
New York, N.Y. 
Richard Sidorsky — Pres. 



Excelsior 
3291 Dresden 
Columbus, Ohio 43224 
Terry Hollen — Pres, 

8th Army 
36 So. 28th Street 
Newark, Ohio 43055 
Terry Dunn - Pres. 

First KriBgspiel Army 
1515 Kinkaid Drive 
Oklahoma City, Oklahoma 73119 
Randy Bauman — Pres. 

Unicorns 

184 Boxfield Road 
Pittsburgh, Peon. 15241 
Matt KaWu: - Pres. 

Panzerjagersgruppe 1 
2556 So. 25th 

Abilene, Texas 7960E 
Morris Johnson - Pres. 

Northwestern Stavaka 
15333 N.E. 13th, Apt. 1006 
Bellevua, Wash. 98004 
Richard Okrent — Pres. 

4th Reich 
6028 So. Cory 
Cudahy, Wise. 53110 
Mike Diehl - Pres. 



will be the assault and capture of Stalingrad. 

Alleralions in the above plan to accommodate 
enemy reactions should be considered at every 
turn. The operation calls for separating the Axis 
forces into two main formations with the Rus- 
sians main battle force within the wings. This 
gives Red a position of interior lines and makes 
him dangerous if lie is a resourceful commander. 

At the end of Phase One of the campaign 
German units should at least be in Leningrad and 
in the final stages of mopping up resistence 
around Stalingrad. 

A few tactical hints concerning operations 
around Leningrad and Stalingrad would include 
(he following: respect for the Russian defensive 
combat factor when a unit is holding a river 
position or is in a city square. In the case of 
Stalingrad, considering the numerical superiority 
the Axis player should possess, an extention of 
his southern flank along the river Volga. 

Now Phase Two of the operation can begin. 
The pre-requisitcs for this part of the plan is the 
deployment of all Hungarian and Italian units and 
the concentration of Task Force North, Center 
South. 

The attack on Moscow will be a concentric 
attack with forces moving on the Russian capitol 
from all five of the rail lines entering the city. To 
do this careful movement of forces should be 
observed. 

Task Force North (which will receive all 
replacements from this point forward) will 
advance from the north and northwest rail lines, 



moving to the river Volga and securing bridge- 
heads if possible. 

Task Force Center (with all Hungarian and 
Italian uni Is) will close from Ihe wesl anchoring 
its flanks on the Volga and Mnskvva 

Task Force South will move east from Kursk 
(where all units detached for pacification of 
ungarrisoned cities will be concentrated) and 
northwest from Stalingrad. 

Thts terrain situation will favor a hammer 
forged from either Force North or South (or 
both) smashing on the anvil of Force Center. If 
enough enemy units have been removed from the 
game by the time the assault begins and when 
bridgeheads are established over the Volga and 
Oka, it's only a matter of time before the Axis 
finishes up Moscow. 

This is a plan fraught with dangers. Force 
North and Center will be conducting important 
operations with small means so that Force South 
can sweep resistence before it. If either of the 
former farces fail or are soundly beaten the 
whole campaign plan can suffer collapse and 
Force South, deep in Russia, may find it hard to 
fight its way out (shades of the Sixth German 
Army ). 

There are dangers but there are rewards for 
this plan of operations and, given a suitable 
Russian commander) it should make for an 
interesting game. 
E. D. Henderson 
12014 S. Georgette Ave. 
La Mirado, Cal. 90638 
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THE GENERAL 

- 1 OPPONENTS WANTED ADVERTISEMENT 

Please print or 'yp e your advertisement on the spaces provided below, maximum 



All Avalon Hill clubs are urged to register 
officially with The General. Those submitting the 
following form will be listed in the next issue. 



Club Name. 



Mailing Address. 



City State Zip 

Name of Newsletter of Magazine (if any) 



Total Membership. 



President's Signature 

(Check One:) 

This is a first-time registration. 

This is an address change, only 



I 



This Issue's Best??? 

Don't forget to vote on what you consider are 
the three best articles in this issue . . . record your 
selections where provided on the Contest Entry 
Blank below. 

Subscriber 
Discount 



The coupon below is for the henefit of the 
full-year subscriber. As soon as you have accumu 
lated 4 such coupons, you are entitled to a $1.00 
discount applied to the purchase of any Avalon 
Hill merchandise; including games, play-by-mail 
kits, parts, and copies of The General. Each 
coupon is worth 25 cents. However, to be valid 
your order must be accompanied by a minimum 
of 4 coupons ($1.00's worth) per order. Of 
course, you may send along any number above 
the 4 minimum. No photostats please . . . 

GOOD TOWARD THE PURCHASE OF ALL 
AVALON HILL PRODUCTS 



(including your name and address) 35 words per ad. 



8 



lo 



11 



12 



13 



14 



13 



16 



17 



18 



19 



20 



21 



22 



23 



24 



25 



26 



27 



28 



29 30 31 32 33 34 35 words 

All ads are inserted as a iree service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



Contest No. 39 



Long-suffering subscribers to this magazine will 
recall that Avalon Hill had participated in a 
semi-pro baseball league between the years 
1967 68 69 more or less as a promotional vehicle 
for marketing their Baseball Strategy Game. 
Physical deterioration of key players accounted 
for their withdrawal from competition this year 
(after winning the league twice and finishing 2nd 
once). For similar reasons, personnel at AH won't 
even consider joining a football league, prefering 
instead to show off their strategic prowess in 
board game competition only. Here's where you 
can show off your stuff as a defensive quarter- 
back. The situation is this: Time remains for only 
three plays; AH Quarterback Johnny Delightus 
needs a TD to win. It is "first and 10" on your 



21 yard line. All you have to do is to select the 
Defensive Formation (A thru J) for each of four 
plays. The AH plays have already been "called." 
To give you art idea of what they might be, they 
were selected from Plays 2, 5, 8, 9, 11 and 17 
only. You will have to guess the actual plays and 
their sequence. Caution: If one of the three plays 
ends up "out-of-bounds," AH gets awarded a 4th 
play. 

Ten winners will be selected, from among 
those who hold AH to the least amount of 
yardage gain. Postmark deadline is October 15, 
1970. Please state what you think are the three 
best articles of this issue. This selection has no 
bearing on the contest results but entries not 
bearing this information will be voided. 



DOWN 


DE 

AH PLAY CALLED 


FENSE GAME PLAN 

YOUFI DEFENSIVE STRATEGY 
(A thru J) 


YARDS GAINED 
(AH use only) 


1 


Either 2,5,8,9,11, 
or 17 






2 


„ 






3 


n if 






4** 


" 







**Onty if one of the three Downs result in 0/B plays. 



Headlines of 3 Best Articles: 



Name 



Address. 



Ic 



ity 



State 
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letter A — IfeJ, We (jetiettete 



Dear Sir: 

Here's soma commBntt concerning Kriegspieh 
I was, ■"!!''■ - seeing your literature, planning to 
■i..;v the game. But nfli after redding about It in 
Panzerfaust, I Eotynot the June i«ue ot Panzer- 
faust will save many ynsorrs fiom disappoint- 
ment, as it did me, and will make sales or the 
game drop to the "bomb" level. The main reason 
thai I'm not buying tine game Is because. I found 
that -C T > the hexes are larger and the board is 
smaller, (2t eaub side h« only about 13 pieces, 
and (3) the pflce far this is 58. I don't think that 
many wafjjftmf rs arc fond of fighting on a 16 
square front I prefer at leftst thirty; better yet, 
50. I also like more ynits than 13. Say, about 
100 plus. There you have it. ftaad it and weep r 
Craig Ash by 
19483 Vintage St. 
Northfifigfi, California 91324 

With Krivftn'iel our best Xirififtr fjMffi 'ft*' oitf 
itifl/ri, "vow can't phase them all" continues to 
hold true. Cuius aft tllf Craig Ashbv 's their tint, 
Krlegspiv! is not developing any love affairs 
among the hard-core gcutienftaiits. That's why nw 
jicv/ publication will be an tXMftfi&tt of the 
Kriegspiel gco/riorpftli playing style inns variety 
of historical tettingi We must, Jteu&tferi, chide 
the Craig Ashby's jor wanting the same old 
"wi/riifd-urtir'iiiufi" routine with every tte-w 
Avat&n iiill production. Sure - we can make 
games with as many troop counters as you'd lite, 
and we can mate every new game with a 
Blitzkritfrsize playing board But you've already 
got these tvpe In our fine. The majority want 
VOristV in &etr games. And nt ate geared towatdz 
thts end As to sales of Xriegspki at "bomb 
lev*/," we're crying alt the way to the bank , , , 



Dwr Si»: 

Recently, I received your new game of Krieg- 
spiel, and I think it it the best a/*me you've pot 
out yet, (and I own 1 1 of your games.) I usually 
lind «(ii« small thing I don't like in all your 
qamtfs urn I ill ink this is perfect I especially tiJre 
the matrix system you have included 1 . In tact, I 
N'ke it so much, I want to request any informa- 
tion you can give me about adapting It to my 
Other Avfilon Hill Games I will willingly pay for 
any charts that are necessary or anything else. Or 
if you cannot send me any information, can you 
send me the address of someone who can, I will 
greatly appreciate anything you can send me. 
Chris Hillburn 

Thank vuu "for praising Caen'r, " St.' winy 
thousands like you have submitted identical cwii- 
mints to us re the Matrix System ££09 Philoso- 
phy} that we mtSt tarinttxly consider adapting 
this for rti of Combat reiniartnn u\ future publica- 
tions, fn the meantime, look to this nwigatiitr fnr 
articles dealing wUH how ou> Hultlx system lv 
currently being adapted to exbthvf AH gfg/ua , 1 . 



Dear Sir; 

I fall to see the great advantages of Blue in 
Steve Griffin's "Strategic Bombing the Key." 
{Vol. 7. No 2). For one thing, the tar interdio 
tion strikns, as I read the rules, ate only good for 
stopping Red units when they retreat from a Slue 
attack. Obviously Red doesn't capture minor 
countries by mowing during Slue's turn, he does 
it in hit own turn when Slue can't interdict. 
"Wall" says somebody, "you wn always interdict 
with a nuclear attack to tie up traffic". Yes, but 



on Mm fniiidl rnc-ve? Red should place at least 7 
to 6 FTR factors in citv NN^48. MpttfBnfl en 
how many Blue FTR factor^ arc in Sea Zones Gc 
D. (More msy he dMirthle f Qf fjiure use.) This 
makes Red SAC-prtrof for the first twQ turni 
(untass he attacks th# cwonuv With city EE-3i 
the first tumh And, also contrary w the article, 
Red's cities arc well placed for air force bases 
especially for the first move. True, sj bnttlR 
support bases they aren't so good, but then, the 
major fighting duvsn't ullui iher« anyway. The 
cities JJ-38. 00-40, UU-37, and sumetimss 
W-4Z provide exaollent air support For Red's 
armies as they are almost always in Red hands 
during the crucial pert of the game. Lastly, by 
violating minor countries while he is trying to 
SAC Red fn :!'* initial moves Blue mX only must 
lose uriiu, he leaves; those countries so that Red 
can go in them without a 2 factor loss per turn 
before which Blue can't be capturing the entire 
Lountry. 

I disagree thai complexity h what the subscrih 
crs warti most. Jutland 15 ccrnpIeK and yet It Is 
considered among the last half Battle ot the 
Bulge and Stalingrad aren't exceedingly complex, 
yet take third and fourth place. I like games that 
have feeling and seem to be alive. In Anzlo, for 
evample, there is * personify in rhi? units and in 
the board that there isn't in many other games. 
Mora important in An^io however, is the feeling 
of desperate and stubborn retreat or painstakingly 
slow and costly advance. This feeling Is helped by 
the quick mechanics for each turn m hs not the 
caw in Jutland, Even Game I of An*lo, the 
simplest, is far more Fun tu me than Advanced 
Jutland or Tournament Midway. 

Stephen Tang's Eden sounds very good; few 
people have a good understanding Ol Asiatic 
history, For this, rules concerning the people's 
support or hinderance migrit be used. 

Except For the article already mentioned this 
issue was belter than usual 
Mark McCandless 
410 N. Jefferson 
Maftin*vill? r Indiana 46151 



PtH Six: 

Best move (In Contest No. 38} is to put them 
back in the box. Black has already won as Red 
has only 20 factors showing on the hoard . , . 
Richard C Giberson 

Accept our opohgies for not being ujftlfcfi St 
yOU. and many <nher entmrtu, fjfuyed the contest 
according 10 the strict later of the law. What we 
did was hold a random drawing to select one 
winner from among your group. And to those 
who fuittitoed out \nietided interpretation of 
"hypothetical situation," ivuKramtutiorts fur ploy- 
ing the game. 



Dear Sirs: 

1 ham to be picky, but Mr, Thomason'v pl*n of 
the Month (VoJ. 7, Mo, 2, July-Aug,, 1936) has 
one fatal flaw in it that makes it useless to us 
fanatics who use optional rules Though the plan 
may be good in itself it uses 12 attacks while the 
first turn allotment is 10. 

AI54, let's hear s&me pian* from the other side. 
How about some French 19)4 plans and RED 
Blitzkrieg, etc. All rho plane i've been reading are 
for the same side all the time. 
Craig Miller 
4772 Versailles pfc, Ct. 
Fremont, California 94533 



Dear Editor 

Three days ago I finally brought ntytelf to 
mutilate one of my Cenerali- by sending in a 
'Tor Scle" ad to the "Opponents Wanted" 
section, today, 1 rscpived ynuf July-August issue 
and wbs horntied to discover that u&u had 
initiated a policy of deleting all such advertise- 
ments* 

This act is, in my view, grossly unfair and 
completely unjustified, 

Many games, particularly those not in the AH 
Ifne, are difficult if not impossible to find in 
stores. The "Opponents Wanted" section can 
provide a means by which wargamers can ex- 
change, purchase, or find informal I on about these 
more obscure games Than, too, one often be- 
comes disenchanted with a game. 'Opponents 
Wanted" then can be a place to sell that game 
and recoup part of the original investment, 

In short, I believe- that "Opponents Wanted" 
should have as part of its. purpose providing a 
means by which individuals may reach FJM wai- 
pamlng public to speed the dissemination oF 
information and gamei Themselves 

What mates the deletion of "For Sale" nds 
even more intolerable is thw fJenerel't continued 
pandering, intentional or not, to clubs eager to 
recruit new members. 

I fully '.-,-, -,q,-.,.f li'r importance of clubs as a 
means of making wargaming more enjoyehJe and 
"'respectable.'' I believe, howevei, that the time 
has come for the General to stop Kfifa seemingly 
endless duplication and waste. I suggest that you 
ban "recruitment 1 ' ads from "Opponents Wont 
ed," That would open up almost an entire 
column available for "Trade" and 'For Sale 11 
advertisements. Continue to print your tiHTctsf 
club register, but in smaller type that won't take 
up as much ipace. 
Dick Tftek 

215 S. I. 24th Avenue 
Hillsboro, Oregon 97123 

You are correct in your summation regarding 
the ua of Opft* Wanted, and you iwve a rtght tn 
tf piqued, However, the problem hr'Us dnvtn m 
hck of space. When space i$ at a premium 
something'* gona give. The i'irsi to go were the 
F')r SaJei," and to your expected delight the 
next to go will b? the "C(uh RfCrtJitnwtits " 
Cottstdet Shis, dear reader, as fair warning that 
mow if nut ail recruitment adt mil disappear 
from the Opps Wanted within the next several 
isittes. What we will eliminate nevt will fra left up 
to the discretion of our rtfOfl, Hung, who spends 
manr hvur* in ki\ rftft&titffiE office >epttwiing 
the mail 



Dear Editor; 

Your games are greet, but who's going to aver 
find out about them? Nobody in my town even 
■fjlt tliern. Help , . . 

Frustrated 

Actually you arc the one ifiat must help. If you 
yell titud and ft?M enough at ynur l/trat .Wire, 
he 'It start selling them, Sme enough, 



Dear Sir: 

It appears that the major comolaint 
of Anno is the large number of u> 
involved in the use of the step reduc 
Writers to die Generul complain thi 
takes far too long to set up, arid that 
counters during. The course of the t 
:.:.;■-.-■ down play. I think Thai 1 hav4 
Stamp collectors use a type ot manill 
about S T ^xl1 inches to hold their di 



such. These cardboards are covered with hori- 
lon-lal pockets into which the stamps slip, It is 
quite simple to adapt these cards to hold the 
replacement and reduction counters All of the 
counters should be slipped into the card in some 
sort Ot numerical or other order-of-btfttlen Then, 
in the spaca above each counter or each set of 
counters for a given unit, the name of that unit 
should he written. These cards will serve to hold 
all ot the reduction counters when the game is 
not being played, thus eliminating the long set up 
time. During the game, it is a simple matter to 
remove a full strength jnii when it takes casual' 
tirs and pull the proper step reduction unit from 
the card and put it onto the mapboard* II later 
reductions are called for, one reduction counter 
can be exchanged for nnoihrr. always returning 
CJofUBSd counters to their proper place on the 
cards. Game set up time is reduced to that 
necBtsary to set up only the full sized units, end 
game slow down is virtually eliminated, for the 
player has all of his reduction units identified and 
located fit his fingertips With economical uw ot 
space, one card should hold all ul the German 
reduction courtiers and one card EhyijkJ hold all 
of the Allied counters. If cards of the above 
mentioned size are uscd r they will fit neatly into 
rhn game ho« and keep the reduction counters 
orderly between games. 
Marc Nicholson 
4909 South First Street 
Louitville, Kentucky 40306 



Dear Sir 

Recently, I purchased a back issue ol thi 
General 4VoL 6, No. 1). I would like to comment 
"on the Avalon Hill Philosophy section, in which 
Mr. Shaw Is commenting on the results of the 
previous contest. Ha Stat** That the strategies 
most selected were ones with no surprise factor. 
Though I'M admit he is correct in assuming 
stratacy "B" as the best, I will not agree with his 
definiilon of the surprise factor. He seams to feel 
you should do what 1? done least of the tim* 
This i* ting s*c?pT that if you do what is not 
done often all the time then you'll be worse off 
than if you had done what was expected of you. 
A typical example of Qinl happened whiie 1 was 
playing your BASEBALL STRATEGY game. In 
this game my opponent managed to load up the 
bases with nobody out and his clean up hitter up 
tr> ha(. Since a high inside hase it rarely thrown 
with men on base, that's |ust whet I Threw. Kt 
clobbered it for a grand flam. Thai ended my 
shutout - and incidently my 2-fl lead. Still 
duelling onto my former belie! (the one which 
Mr. Shaw seems to uphold) I threw high insidu 

pitches to the next 2 batters both of which 
kissed the bail out of the park. 

Surprise is best administered by a psychologist 
whg know* what his opponent is expecting. By 
the way. keep those criticisms coming in and 
don't become wishy-washy, always trying to gain 
favor. Being able 10 take unpopular stands Is a 
virfuft. 

Tom Stock fiflch 
?1?1 Birch l.ene 
Park Ridge, Illinois £ 
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CONGRATULATIONS TO the tallowing con- 
test No. 38 entrants who submitted the "correct" 
tactical move as defined by our own design staff 
members. Actually, only 6 of you hit it on the 
nose. Many others were close but didn't think to 
move one of their Elitegruppe units one square as 
a better protection of the Black Capital. From 
among this group four were selected according to 
best accompanying rationales. The ten winners 
are; Robert Mathews, Ludington, Michigan; 
Robert Holmberg, Sioux City, Iowa; Lowell 
Espinosa, Pontiae, Michigan; Mathew Katzer, 
Pittsburgh, Pa; Lewis Gosnell, Jr., Greer, S. 
Carolina; Ron Heaney, Barstow, Ca.; Ronald 
Krebs, Livonia, Michigan; David Mattson, Minnea- 
polis, Minn.; William Wilfong, Jr., New Orleans, 
La.; Daniel Zwirbla, Waltham, Mass.; and Steven 
Lowe, New Bedford, Mass. wins the random 
drawing of those who called our attention to the 
fact that Red had already lost the game- see 
AH comment to Richard Giberson's "Letter to 
the Editor." 




RATIONALE OF THE CONTEST 38 

TACTICAL MOVE.. . 

TACTICS of the situation called for more than 
just attrition. It was far better to go for a 
guaranteed capture ol Red's capital than a possi- 
ble kill of two, maybe three units. The one 
attack, against Red's Paratroop unit, not only 
guaranteed its elimination (by selecting "Engage 
& Hold" at the 2-1 odds) but possession of the 
enemy capital thereby precluding Red from tak- 
ing advantage of all the benefits of possession of 
his capital city. A fair number of contestants 
were not thinking along these lines. And, instead, 
overlooked the tactical advantages of our move in 
lieu of a gamble on eliminating three of the (our 
remaining Red units. While attrition is nice, 
chances were against success of this tactic. In- 
deed, it would have required 1 to 1's in every 
case with no retreat routes blocked. Indeed, some 
left their own capital city wide open to Red 
occupancy in their bloodlusting stupidity of 
pulling out both Special Forces units for attack 
purposes. The worst that can happen to Black 
now in Red's turn is the loss of Elitegruppe-10 in 
a 1-2 attack by Red Armor thus saving the 
capital. Getting back to Black's tactical options, a 
close second would have been focusing 1 to 1's 
against both the Special Farces unit in the 
mountain city and the Paratroop unit in the 
capital city. But at 1 to 1, victory over either 
units is not guaranteed nor is occupancy of the 
cities guaranteed. Thus, the most rational attack 
would be the Engage & Hold 2 to 1. Eliminating 
the remaining three units would be just a matter 
of time — a short time. 



LITERARY KUDOS TO Steven Griffin, Still- 
water, Oklahoma for his award winning article, 
"Strategic Bombing the Key" which was voted 
far and away the best article in the July-August 
issue. Others whose efforts merited gift certifi- 
cates were, in order; Mr, anonymous for "Offense 
vs. Defense;" Kevin Thompson, Whittier, Cal„ for 
"Hit Hard & Keep Driving;" Richard D. Thurs- 
ton, Spanaway, Washington, for "Artillery at 
Waterloo;" and Geoff Burkman, Terrace Park, 
Ohio, for "Care & Feeding of Regiments," 



MONOPOLY players have for many years 
indulged in the fad of marathon games. By their 
very nature, AH games are marathon games. So 
the "fad" takes on a different direction. AHer's 
are vieing to see who can construct the largest 
game. Jon McClusky, 149 W. Orangewood Ave., 
Anaheim, Cal. 92802 makes the claim of building 
one in his garage measuring 16' it 13' and still 
growing. Time span of the game is 1939 to 1950. 
It has gotten so unwieldy that McClusky has 
issued a call for artistic and financial help . , , 



WARGAMING has become a part of the 
curriculum at the United States Air Force Acade- 
my, so states Michael Hanagan of Denver. A 
Military-Diplomatic-Economics game - POLIDOX 
- is part of the International Relations course at 
the academy. 

CUT PLAY TIME IN HALF for 1914 suggests 
Stephen Herchak, Charleston, S. Carolina. In 
addition to covering the units with tape as 
suggested in a former article, also cover the 
mapboard with contact paper (transparent of 
course) and with a greasepencil, mark the de- 
stroyed forts and rail lines opened by work 
crews. The time-consuming bit with the Mobiliza- 
tion Pads can be eliminated by creating screens 
for the Mapboard. Using two Bismark type play-' 
ing boards, set up in this manner: place the first 
board's joint at MM-33; run one half due south, 
the other half along the border past Met! and on 
through Verdun. Take the second board and 
place one end at GG-26 so it meets the first 
board. Run it dead through Luxembourg and on 
into Holland, and with the other half of the 
second board curve it northwest. In this fashion 
the troops can be placed directly on the map- 
board leaving nothing open, including the Dutch- 
German border, to peering eyes . . . 



THE MILITARY BOOKCLUB, Garden City, N.Y, 
1 1530, is devoted to books of military interest — 
land, sea, and air. It offers a selection and a 
number of alternate titles fourteen times a year, 
the member agreeing to take a minimum of only 
four titles a year. The club price of each book is 
a discount of at least 30 per cent off the 
publisher's price. Some of the titles on offer or 
to be offered are: 

TRAFALGAR by David Howarth, WATERLOO 
by David Howarth, THE GERONIMO CAM 
PAIGN by Odie B. Faulk, LINCOLN AND HIS 
GENERALS by T. Harry Williams, IRON COF- 
FINS by Herbert A. Werner, THE TWO-OCEAN 
WAY by Samuel Eliot Morison, THE LONGEST 
DAY by Cornelius Ryan, MARSHAL ZHUKOV'S 
GREATEST BATTLES, RICHTHOFEN by Wil- 
liam E. Burrows, THE UNITED STATES 
MARINES IN WORLD WAR II edited by S.E. 
Smith, 'THE WASHING OF THE SPEARS by 
Donald R. Morris, THE MIGHTY ENDEAVOR 
by Charles B. MacDonald, THE CAMPAIGNS OF 
NAPOLEON by David Chandler, THE BLOODY 
RIVER by Martin Blumenson, INSIDE THE 
THIRD REICH by Albert Speer, THE BATTLE 
FOR NORTH AFRICA by John Strawson, WEL- 
LINGTON AS MILITARY COMMANDER by 
Michael Glover, THE SUPREME COMMANDER 
by Stephen E. Ambrose, FIASCO by John Deane 
Potter, THE KOREAN WAR by Matthew B. 
Ridgway, THE WAR IN THE AIR edited by 
Gavin Lyati. A short list of military classics is in 
preparation. 



OPPONENTS WANTED 

PIei^k. ,ijt itxTf any iipponenu- fur t-i-f ac\iot\ in 
Ihr. Vr..! iTJii. jf-M \.ui\ Chaaiharri. IJOtr ffjr, 
niilrr t biac. Anchoring. Al«lu v^ma GrbnlU 

TV ^^wiwJ" if > rtu* wmitn we [hi riH 
sunwHiJiii for nfn^H B<Ti*i u Include om 
ne-wrlen h and annual io,ijnLlflj*nl lall paipai}, *« 
U.m |i. iplf ."Ji-Lli. j|.-.l |» ->^i,Nii,iii; CotTlWI 
ft** Slit*. ."1JEM N, hub St Mo. I, Seolkdnk-, 

At. H1J1 

WJifte be all IV ^itnumas in Uikcrilield ' Will 
iiiiy inytFudy Ibl-I Ed la-cr any name Rkk Lado, 

til i,arn«y jy^., UirtfntltM. 

A Jul! pbili tlrrwiwnl wanted far AIL Hin 
pUVed AH ramv.i tS for many ycin Eur hiu 
H(n« p-lftyej by mall I'd |fo lu iiarf easy. Ron 
Bell. JQil S Afthwoiwl. TjuLiga Paik . f/arif 31 W. 
Wanted fnf can-Lai tun mi adull warT/lT™ cliib* - 1 
♦til lltlCKIIcd tp. £ dslpeTiitJWc nlafjirdinl Hnh 
iftfflB P.i Mrntnn. Rl j HimnaihB Ruad. Can 

ituLUjci, fjlilinmia *V<tlK 

All tj;nri> jjfrdKling UC. j\ ILiti-t are inured lu 
ftim newly Fcrnr-d lTuIs. Hupr hi sura rip Mf on 
i.«iii»ii-. and vveniuilJy challenge SAC suii- or 

Reitrlrj fnn.t.kJ-1 Inr Tmir, til (JIHhL»r Hill 

U C C^iy CliC^nti- 

Dnire lo eoUabopaie in aeiijmng HHituUc *sr 
Kiwi Nvnl warfare mj" spwUliy ALU Will tm 

|.ti.:i llnrv 1 pijji-r fur G-canai. I " I -I "if-J MlJWH 

Hare hiui* flpTmtjl pules, M. Mwul, Til' 

SiiU ffi, PuHin. CjIiE mMm. 

Anyone *int -e rEuhL The LTniJud World Army si 
"fldy. I'm jrfTinj tired of fl »t p Uttrtiin 
JPNfiUfE'i Adtnii-wmtirli Can any nl von prove 
Lt 1 dale Mill* f#2 VermEles Pk„ Fi^pem, 

faliT WSig- 

Iliad of fancy claim* una no jiim-rr junto? Join 
JHaj? P to warranting fun. No mont, flown. ,km 
j. !■■" ' ■■■.!.. ■■ Vi .. ..-- Clfotrr, i ; -!i' Eiei a:.- 

PL, Lfnwn ^wvc, Cil. ?:P4?, 

bnnvVKFI lM«H unaii IfflMittOrtt (OtdUaift 
anc nciiun-.L Win Fit mun AIL titfltt »ilf lum 
vuiuri. Am '4, CTiri> Mulrwrcy, 327 N. Cr«uni 

i ibtititi bhj , l.A.. our Htxm 

Whur»r meqIt iluut i (^hif en fhini, wrdis 
,i - -ii'- - yuj ,i.j i mi >■■«■ jrajq ni.!i.-,% hicnnplnJ 
rf >lhi luve iIitjijj wrlllrn uiDibier nciii: w||h 
«lAf« -Stnjilirn T^nj. 153.1 Sll»Fr*MHl Timnr, 
LkAhJcIcv ^alir ■■i: l -'V. 

r*rr<! bijHJlc reprodHrcnJ ooplMOif iMirOrtiDn* faf 
ijut "iTpmri: Jicn un the FMJtflt W||| pr=f jy 
up wii 'V} ppr wl SVihJ nine a-f ftimci 1o Ralph 
■Bus**. 1Wii Vinup ii., Monhnflis, C»h( 

Wsni.^1 1 Soniton* wh'i -j- i I: play rtf„ WjTcflao, 
5-fnd. .'.Hidi-.i]. 1034, An^Hi, Hlili, G^jnil in 
ajcnrTMrifD. (.jLliafnij jraF I im fur lv h>hmi 
pliiyrr Wp.ij|J Miw info on any SaLTjmrnTo 
watgrnilnt duu. Cjl| RflftJH Ko*;ntrial fll 

ymtgfc 

I BKd oppuruntt. If yon cm ptiy flfnk* Ko*pi 

of a^iUkjinj lany ntfjgjfl UMpL |hK (hrillCFlfii jmJ 
JH41I JffriC. II i .ii, i,-cj lu^kv ii-ni? atin alBCa a, 
HJ? San Jtan Ho ad a-aJnm, C-jIiI. ^3901 

Ktf rtynl in 54nl« Clgra IM, Tfrinl In UttE I'll 

<nxk in «r». .'■■■■ i • ■ ■■ I - -i- ■=. .ii.: ' r\ tlub or 
ZO JlhJ LhJilliilf on iliofig; Vfnlr OrkiLE fikr. 29D 
CotJtEr l l.th Unvc. PjMcrlj V alley. CalLC M0». 
PbfD StaJ l( r<I (I'm GcetiujiI- Tbi. Tl IueJictp. 
flulipr Ctfrbef "<f WBJllin HE urjmk^yK. W^rl info r 
On iqijkc Waif ailKi. jiiid .Uditu IiJiJtiiy Qlitj 
^ Ailmo f.J£ ttl^Hjkl. Halt ItjftJ. f.O, lifij. 

Wanlnl llf iUiyiJItr In Uir IjtbtUUK 
(a .BUtt n K-inirl I'm ■ H yu 
willing in j.nimp anyiiw w|ui trirt nn Itci-jE^ni 

Ainln-m Ml FJtjrlji: Si I nrrnmifl C'» "Ml W 
I'll any AEI kjuht Vclain UjiHjai«i*'l "IViif Jilic- 

unjuhf-nF l>r Bjjf iitjj Pr\r Lmifc 356 £>lllin- 

MfI i =la n Fianrivii .. Oa 141 lit "■' • I u ' ■■ ■; . 
IF /lFk».D1*l 

Wi.nl 5jh FranfLtcc Til opjnnnnn W-Ido, Bulgf, 
5^n,J, filltz, Gfiq. I^U, DlplOiriify, *■ it Call 
JaM. ftftLiii-L « twiuj 1101 WiUard S, P. 



OPPONENTS HUNTED 



c Valley t 



¥4117, 



Easy ■ricT'Oiy for anyflnr u-urcing pbtn. EclJu at 
motl. Blin O^n mm! AH, Marchall Dennun, 
ifri'J KainbUW Uj.. iaft Jaw. t*3it ^al W 
Pl>m fcnra, BFU?, u-Uiy. C. burg. _\K leptlwrMd* 
ks oil will Aimtfrit nil nn M mr t m*m. i U ) 
WjnlilftiJoB Awt., S<iji U^ndi-ff- C'tljf- WS7T- 
fif wtlKPniff". n^pJioJ immtJiaiiily" Aft IK-^ifl, 
Mkdwijv, w-Il-t.. Will p-bjii l«ll mV ruLi you 
Liltc. Inr *r "TtarjUbw" wanted] info on TWfll 
ttrrtc, Middle ttrili, CT«. Miki Sniilb, ''-MOi, 
U 1 7 R.faX'1.. S an Ma.fr 0-.yj1i | . ? 47 -«K 
Fbm 1*114 Hlifi, r>D*j Al!™?m {denning 
(blue)- fGenuaiil. fCeniual. WJi i-TiniplEU ail 
|ariKi iJartcd. S*nd ru,itniFul rulu. Gury v li.i|>- 
rim, 3255 Cjlalr.n. Av.. Sanbi Hara. TalrT 

95031, 

I ntvd Jitfar an non AH Winamfi. Art \tttfC »u/ 
ft! upaanciiti i» Santa Mam La jjra" Gdjy FlrEd 
7122 '■..-. '■■,.■ !!i.- JMct. 17, ■..:..:.= MiDHjlU. 
CalJ 99405 

M™l phqi! npnqnpnll m III i|p. fill),. AniLi 
SlalhWi^ 9 WilclM vtiV laLf eillirl -viJc Ust 
my !knl luiiul ijEaunTlEitl aikJ. riiba Witt H.t 
■ny ruin. Ctiaiinlec tornpfollaFi tp? FjIe. Sipraa 

Ch1 SlinfcrJ L'niv . Km "dW3 

Will pbm Hod fif'Arafc). *>L. Bulgp. I4|4. Dlilr 
fnta C<nn>n In Aiuw, AK ind bulge. Bui will 
uke ciihrf PoBitlc itMy for laefc of ehJl torn 
iubmln. fil tiofla Cl. Sunnyyaje, CULf MC87 
w«nl«l in1i> on Villi. Module end Uwmeii, 

L'oiFlad Klky <i7afy P h£\J£ M. It if, I tntfUt i'hs. 
t -.»( V| -'JiO M' .1 .iifjimf [Pi L,A, >r.-a n ■." [■; 

Icmn Luri/aT ftf toliPv Bcur BlLlthntj" 

Arc |J)DE nnv Ftl plwrri'.' Sriix war<aiTiL'r< 

lonniiTg a ittv tlub. JDiit niiv. Already tut a 
nafniiwis. Anyone LaHkct WWII SrmcE rmliljry 
numtuira" Twin* HOV Wile Human. 536 
Icnelrup Aye. Vdllcjo. Calif. Mflfl. "nanc 

L4tU)S1 l, 

Winlcd PJjm ittii oppoiKnl f« AFrtki Korpi. 
Any llf apponuila in Wilnui Creek. Canenrd =j^s 
(ji &fnid D-Diy_ Aniu and Taflici IT' Gary 
Niccli-Bi. I*&l Surrey Couil, WiJnul Creek. 

ralil ttnit 

I4E4, n u l^ n-riay S-jjjJ 



ftf asmlrtl tut Bli 

in dean*: Co tin ly aiea u]l &44-J376 or wrile 

fSlnMch <h C. iv ? Wariin, |»SW U M It 

WWml mln. fallf 3 ififtl 

Fff 0<i !V nmu warned Fui RIEl/, cftM^ W-|ihi, 
IVI4, Hid* iv. D-Da.y (ian pla) uu iLiJ, lide, 
tundaid nil«>. Cdiiliei Id?1 HlrrlihpFfL ag? LI, 
414 RuriiEcn Rd., l.r..n|.,. |ti r Cjiuuid, Cinsda, 

iijlB]ihoni '■ftil-H4n, 

Wariiad. TiT cFpjMiwnic in Toronto vii. ^ouidi 
iLk.e ic n^iKi Sr^run Amaru jjhJ ym*n a<& 

f"Onint*ndr*v Al» nf'm AflliO |P»nte Ell W Mil) 

nine ugina SRTi 44ti MjiI*i. m PeteriwcicHi 

Art.. WilLo^ale. cmuim.. tanWJu 

Join Ihc KiEioiidI Ajsotjalniri o| Knfiapirl play- 
B3I, r-or £.25 ■ menilt, you i^t a rnpnllLly 

•i--- U-'U-r. r.-n-.: -i.M'nv ,i-,J , .n-..- : -'i ■■' in 



lulurc tiliirrtLiilirnls. All \ ne*>irie'reH wekaitW. 

t^Lcnn UdJer, tt&5 b. U A*c.. A»Hvpa, 

i. -ilor.d e Jj-JJOIQ, 

['|urw" UoVchj nexd a nr^ileltcr'' II V^u n^vnde 
thi- artldo-, wc will provide Ihc piuilint For a 
drtwll Fee Wrili; DH £ &. TfflB luni, D*pw;r. 

Cali>. MI3I3t' 

Tike in icei^c pBJ in Lo^aVi ■vaCEpmmi. Ran 
Letu ■■ fm >.-.■■■ *lia ■.!.=-:.■ ii.- is ■..-,, ■ -.!'.■■ 

IhaaidVImp; ilnlcfuli. Nt«nlulk-r AdvantcTTir nl 

!:jsj:lI — . merit. 4KU ttnjaiiijr. i^unc ^iil.t. 4tr> :■ 

Cira.nl, Pi. CoJIIclh,, COa^dtj W 5 ij 

Pam.fr l.rhi't f^rri AnniMl In^a-Clut Twrixif 
rnsnl dim in STplfnuhpr W*- kitft !en Inlrr^nti 

IniirramrnK wim; Dlih Haliunary mill lifi 

idi«n aJJ iu (I* li>=«- (Uy Kiwkr, *T*I Swvti 

H-'ncffj- Sir^i, tiicucon, C uiann i^ Boi 20. 

WdhIhI appaiwnn id ntrn Anu ekhpr GujA, 
US, i.'-fit'-' . i_i niii rt. Blitz rni«!i I prefer cppL»- 
nrnTs in Ajiiid and Goad cfpa: cully UcnI FulrnI 
'-■.i- 1. 'i ni,' J;mi-' iKntiwMC^ It n. t'.i ST,. Niw 
Bfilain t Conft. CM», 

KtiChSfiificnadicr dintiftn Hcd) mrl'd LFcUluh- 
n>..|-.[-.r ^lullen^-'-. all UuK I? «[,-i.-t I^im- II, 

tfe're Red. ill Tuh.f. or Anifo. we're Qcmuiib, 
rjbtH It Wr'rc nrw h,n f.piriciwpd, Write, Weil 
XingA-v. Us Jon*lhin Rd,, Xtv tjenan. fflnn. 

UfXMU. 

Ttitn utiwnvdti »iokd (of ffiaaUVML H1 tikt 
EiEher ude and nil iliillermi J I L>Ln hiindlf 
[ttcm, Kazjni.frt HjIriL. 16'/ Budtkntbiim SLrtiit. 

Walt/buiy.COBn^liratOfiTIO. 

E^Krkiwtd idull WirtanMf. 3D. witlh HmKr 
BifH aim 25 f^i pbm Ak cnl> - tilltei trdt. 

>l.i'i |i|j.i Eo im end win i.ii [■'■a (ji-nc Lin.. 5 

I tardy ltd,. Ne* Citlfr, Pel. 197:0. 

Pirm apnjntnK wi.n|«d Hpti AH ar|ii i i- I 

»..!■.:■ .1. I,.-I.;iy !_l.|l, :.1..,Ji;l- ' -.I'lIii.,: .■.] _.!,.. 5- 

only Dr. M. T. MuMch, I2JB Anindil Dnn, 

Art Hum any pUyciE iirouna Urani* Part* II » 
Call or ttriEa, Rtdllcd McCjnlwIi, -44b Arwca 
-Avf., [>anfr! ^ark. K- toritla JJU" J. JH S«T 
Wduld like mid jn pbm Midwuy und Uiitlli- ol 
ynWm. Ak lli*re my warjtonwK in \ht !jt, 
J'di-rsfwnf-Timp* ilea' 1 [>roi i Idkr to mt. 
rv-i).n>» Lunf. £ Bdkmi. Dim. TnasiiK Inland. 

I irlfl nf lhuFoJ). in the AlluiLd uu tii jaiy A.Fi* 

bull. prci<%. I own Item ill indudiu|| CT: jntrlliu*- 

tlJIe and lleuaon GtEL>ibuis- MailLni adiljcte 

.',.■1 RaLd.n IM. BidJry Hr Brr^Cirr drtqc&t 

itUJ^aLn mil iiT-nni 

fffii » jritcf pf|f raaaljt liutt iNan/ |c»T»riy -anpi- 
, Ibrrr ur ir Ihp SV Idaho ttf& fttdB 



MTirr g fnmll lournry u f«i«iblt k'ti Nehofi,. 
I6^t> CrwriH ftuMl ^iinipa, Idaho 83631 
Will urnpln; plm* JutMod, lap und a irt^c. Pirn 
Gemun yid fLni unci-'ii mo*BI will pl*V a^>in» 
each whff AH option niLcj. Don Douiui:<, W 

OklOiii. Dr.. Birt. III. MJOHJ. 

Any lA'aiBJirwrt in Hmj Bamnaicn mi* t>tvt* Hf 
In lurfihd Knr* 6 lie I lJ I i. Suit a clut>? riini. 
null frtun wanjiirutt jjipfft ulcb njitiaally- 
abcen 1?ail •tiltvLiiLre'- £*0 ft CwtftHiai, 9*> OH 

Oft Dr.. B.jjTEneit?n. III. BBCM 

WmnJiJ riku- iiiTn :m h.vi \li ifjtiiu... ^'.ii^-uii-. 
■-« ■• war annul iiMr. I ■■■■ Kyan, ' i.! 

AiKiiJn, ChJtajtQ, III. 60ft55. 

War| ftl tjprwn-Til yoUF |(nnn--. <?r mm*- 4 lM\[ 
r.;. «. AK, lit.-j tvji ...-;i..i,'. &9N*j 
C-tuif., MurUT" F*atlon. 6U*J| L^n'ifc. BinSnt 
tlj; Ncrlli Okot(. rVdcnbly In ny ociEhbflr- 

Piood 

Will pbm of HE I'JIi. ill fu|lanJ.~Eaiinr~nbfrTt>r 
Midway Will iIh linrdl player 1914 or Juiultmj 
►■•r .iiT.,..i£ in alii Cqtlild KafJi.-a fu^ira. 14"; 
Eail «th Strwl. Apt Wlti. fni^^fl, ill,.,..,. 

frtki3T _^ 

Will nbui ui FIT ii, AK. Gulp!. BIEta. Gu^JJ^.J. 
Srilinip-Hl. TKiki II, Wainlw.., md hSU. WUI 
Fil fh ftf FlyiFiurx- TuirppdtJ. BdLllc uf Hiikum. 

I -i ■ ■■ ■ - :■■■.■> '.' -v J.fPljnrl r -.: .1.-.-.- . ■ 
tJ. John P f n.e. JJI i:filla Se D ^j lb, III. oQ| |j. 

Any land aw nival waifdmcri All tijnuJEniM 
thai will i-t (jdinn En Umvcriii}- of Illinois 
[Cl>p.i|IiaTgijtTili|iiir] PIuve huiiiju.i ^«*i Pcunp., 

J.'i i-i'.< K iim.'cn. Dn Plilnet. III. 60Ulo, 

js^o^fia 

I ,*l|l ulliimi-ij and a i*u|f Ttrit-Fuf rw^ry +tiniirflr 
tiazL rcrp* m,. irles-lo crow the Nfmunn Rlvw 

lir,- .•,,.,,;.-...■ h",,". . !_■!.„. .iV.-j-u?. \!it..- k.,1:, 

i4t) ememrk C*«Hu, l]i 60114, 

WiLI plscn Btlcz or D-Ojy tnt nwlM waoW like w 
Juln club in an;i WiB^ni Wartll<r r 1*21 fink ?!„ 

Evamtan, IIL gWt>| 

jum IF* RuhiTd Lotw, ::.i: Wwrut Av. , 

Efinwan, IIL tflltrl 

fir, D-C'j\ S mr Built, lulluid. tfbtz, AK. 

Would I'.rslcr al hai[ [7 year old lompr lilmn 
and irmftiily pluj'fp, wcilt anvil ntDluniy »nuld 
IlKt into, on flon-AH pmci. ibdwarJ Walck. iOi 
Sine- Strcrt, Ban Cikitbunj. Ill 
Looiiini for ajnnnm wirtiin SO nik ndiw 

Ual^twcK. Ill fll; IJ-L}.,,. A*!. Drill, lll.t. 
Jii'linJ acid will i.jrn lo play ctbec firpe* ii 

nfCjenel i.jw.^iJ vVakk. y>\ sebk St., r^t 

tiafcabuPtt. lit t L4JO 

Want pAM D-Dar, Blili. Ajijjl, I ilm Bnniark. 

Midway my ottn iVilutn. Want ere appariEal for 
nqrpna Um o tbakmSta B41 111 HftaAhy 

IHiiwuivOiM. 

Since nobody tSoU will ptira afiliul me. tiow 

jHiuI . frtfi Liuln™ SW , I HP 4, n-Bji^. T T B-jh 
IVienun. IS*' flitl, e. Han^^.sd., Ml r^HICi 

~^T*aut lis play ftl myov aautiuJ Fu-liL-i 31 « 

Play SLalinfnal AK_ IVDay Blili. ButgF- I4U 

Anj *nir t\,\.t? cm u- 1.1 1 tr.riri ftriajri. <5unj|Eio<i r 
105 naHMa II Mp-nhalian. Ill fdH4: Ph>* 
ATM I I* Am ITjfB. oM_ 

P*m AJniu Jtnrp *."S>Jr»d r Bl|tir fid Anjjc-, 
rmly Krimji. rjppcmcnli ufitiicd" Swvt Cliuldl. 
J^;ci A-?iti St.. Hulihe, lUihOii ftlJtiS 

LUMtn'i inyOnE pljy Kfujrf b*(L^! <-■.. ni)H ' I 
ilM want ttl apponcnw H jnyElimf. Wnl* 
Janaliuin Efntigli, (» Aujiwis Si,, UaJt P«k, III 

tjojaj. 

Hava dlJ AH wai aruf inm( lira way game). 
Ahc Iuvb UatEls ec~ Hniain Will pbm nr f|f. vav 

i ■;-■-.-.-.■ n. ,, ami ■!.!;-. ■-•■-■• 1 1:.^ :i.. ■: .. i 
to-ittitrymle., Whtalcii., Ulinttia-WJiaf 
'~'Tftc" 3 llS' Reicll i* Itfflitw)rtri1y wS3 >l r)WJ 
Udr nEW £gj - I » 5-0. Wc lit -circuity l-.-nLn-.e 
Iw cUIm lo odd if Elic 14 wre'Ve ukcadv t^airn. 
Vi.i« Vs„vii. MWfl MfrnrttHy Marm. NoErr 

UjJUt, lnjitafta 4(j.*i5tr, 

Wauled pbm ijpp^nfpi> fdthtr ikdei For pb«i 
l''i-i iI,i?.iJj:.! ,',,ti,i Alhi dr-tirc pbm cppuciciiU. 
lOf Ah, wiEh njp^jli (lilt and Bnlnh *■ J islartina 
at H«iilli EJwjift Kompol, LUIS QalUTMl Apl. 

3$. luwaTily. Jwi iJ^Q- 

W'flhlvd jibm op,>ontn[i for l>Ua> , ticlt>5Tut[ 
I will play cit&r-r ndc Nif»i«. rriwln HtilKhiuiK. 
fil? Tib Si.. S. K-wrtnj, [o»,i ^QZlia 

[■iL-jhMl *aflti .r^Mill 1914. flljFJ AK r.ll.rtl 

Ncrkv in pbni Rodney Stvu-mn, 4Mfi llaiictuu. 



OPPONENTS wanted 

^iouA J Jay. \l—j ?H0¥. 

W> piny rKSnS lt%| [Mil QpapVIBfl CumT 

Tfarilnl), MidWiy. fiji(j, ^Boji, Tit" II. AWlO, 

ffi ft ljWj Bnmmk, A(|tlkj llflFTS, ■■.'!.■■,■■■ 

*.'hjii.:i'i.ui'.-L-i:|... JJuiliqd, idM-.l. (91(1, LT-Uay, 
Kripciplfj. |4ld feffifion, DJIIlt *l Britain. 
Aoilief brJunt.L-jii. and UiNi'iim-i 111 tonftcl 
DdUij Jv*wl*y ( 57^J BnitoOi, rHU. U 70)14, 
Call Jt-J-MBl 

The Cnnlf[]frulF<?n al Wl-* Uiliani Wanarntrj 
n rrp-rEinn ^atunlay najlits rt 3iJ pip |o || pm, 
■ConiKt Sid Kn1>n, ^^il ^liaw Si. n-i Richard 
fu<^ia, S7Jb Alfred dl phone numbn 
JHHJIHIJV . 

i"b'n Way I'm AIIils. aJL ruL-j [Li^nk Lie 
ill ■FiylM li|£ Jam KJabj, in, layodr Han.i 
lf||»ccl|, MainE ii ir-u? Am I aP alnp; „n here" 

AlltrHiciri BilEirni>Tt lUtl \i hw 10 Uay IF 
Vtfu'iic ln!«cit<J In d |o««, iiHoFtral irran^ iinxi [ 

maiw vtFuiwil Knu^Tti stcv« ^miiii :io Dhm 

Di h<nl La]K. BMHMttte. Mil. ;i"--i A1» 
*anl QgHcfflg rngj Any HMtn ' 

NtWit WUdlt aftviA; Prt now S Be vn tono up. ii 
ticiry m DtiliA,. Initial KhiA bm uicol arriar & 
mf, -men lo ep«a<c, rtt. Ihanta, K-sp*1 ptltft, 
■iJivarib.'" 1 Jsrii Waiiaee, nil M'>pil£dn<«ry J^**. F 
Elkridp;, hjd .2J217 

ST(p,T1 -Lij- l.l-. 7 "!, y, -li.il III Bl.l AH ..I,'.- 

["bcii Aftlka Kwrrt, WW H Bsf» tltJinanaF. 
H.,tj=. S^jjj (Vic iMitiimrj. A[H F4Q7. ^tW Fl 
Mradc Rd . LuikI, kid MS ID. Phone 7:5-1819 

After b O ft in Hit EtirDiPUE. 

ftim Kri^H. 1*14. iK A,o ftily iKjicrt 
niLid al alE All AH pmE* I ai|i pow plujitij. I 
*iil Liiiltt. [iu -j:ihi utv your nitrvc. Brian AJdcil, 

IMQJ- fln,^ ^ p|,-. tt.H-H.iUr. Id.1 -mil 

»"Tini fl' ijpruTni' in Tfw F-Kr»Tr. AK.'. Sialjujjtjtf. 
InjllincP. niplnm-i«-y Ff«>IFuM hi 1414. Aim mum 
in huj' Cj5|C.'r5»U in £oa«l rniMliMcin. nil 

946-9061 or #ntt Mir Irj. Stf^en K^ll, VftT 

Finhm|.pr_Wi^nf l r.. Marytanil TOtW 

Worcuiar Pclyir^hniL- Initj'u^ sma^m Jootuif 
Idr face I* (Ms opponfnti iff Wgp^tnH fttjunty 
tltl Al» I drllr* infarmitFop on Wlir f ini.- 
tn^lfina Acmoi, Um ft E!*nkt CgnfWl KiL-imit 
friuny, 90 $uimytnic Ave, jfejggft >*g 'imjw 

The Imperial Guinik hnld rraffilnjii or lUnr- 
aty and Sunday V\ lhr SMttB Uaum areii- Hw 
JHi div ii imtttifrti in «IIH=T lotiinimsFil pfc-m or 
Itf If JindRNiied En eltfter mtellnpt w Eonrn* 
rnftii., wnla &tnj R.H.-brii, 52 tfamn Avs„ W«r- 
wood, Ma>j, pJwa. 

Ptimi uppflnenh wjnirtl lOr Bulge lAlllefl. 
OViy i«llwr> h Wjterlw (MAI Ad repiui am- 

■■■■■='■■ Jiffl v.!.- !■-:.. I S 1 PS !..■■'■■ M-.r PiTt, 

MigtcjMSIQI 

Wnnkd pbm fon AK, aimi. and Bulgu ai^i ill 
lor h^spirl. MWav h l'l|4, J land, Sjcud. W (Um, 
t-cicial & ManascniEnl. Call 7«n-waj wr write 
Kevin L41CU. fjJO Ltlaf Ait. Bis Hiindj, afldl, 
4t.107 All ktlcjlaniWLml 

Any VJ-.„ H ^ l r l i^-rH il l JJelnjiE ^e.' Witl 

pjjijy :...... i' I',, ' ...I !...,i... 1414 ■'.■;-. or 

ual| hlil.Mti KaarLaral. 14424 &ouEl|Hc|d Rd Oct ., 
Mich i83H-'!TI! Al-m. pfcnt opjvumw* ft* Jr *y 
*bi>rt- t arrr an-f |ii nl willimly 

f>ii hfiiiin »i!|^Liitui riit; If Ml you iihisI 
J'iill llw K4N!1gllM<.'llil»r fW dlf f"hi|y 1 .:.■.■■ 1,: ,-. d.) 

prrtrnl TPir kiK-j:ii.a-. I ■ P D. hi.i AOOd. 

|3If|ii>i1. MIlIi 4S?l i 5_ 

J^;,. (PIT- Pnjwun ln.M*d' Pwar fiuji.' Pup Fnr 

nil' Film- ■n.'ai d.|ijiy proa £'iui t . emi alio 
m.i iirri.i.u- r.i.iiinv' Ajiyuite luu |,hu, Lury 
Alln.rr"t Aoctra-liia. n* Tim Tilwn. UI7 T»'f>| 
Si. r Sa|.|l Sir M«i.' M-t. Wgjj 

Will phu. Bi.r-<H..F. LI,.. « r.il IE , A,.--, 
Allied QCjutfE I OtrtWI Eton Tail. 1915 Lola 
CwjcI. fltayiPB hilni. ^kb *sr>?tj. 

Pbw Afnlta -Kwr^ OtV and Kippi All 
opljonal r,.i>: tjiuubk i-.j.-n.h eiiiicr ■■•■-■■ in >my 
Willum I time, 1336 Stair P«rO|i, .MicIl AFJiaw 

■rbm *lc(im WWW ftsr K-rn* jpiy ur all 
npt^nj, *ilWH side Al» warn m\a b»fs spaot 
jpRttt- llUUeJ ueCkhB, 31174 PaMaw, Rim- 

Plun opEonjih vrimivj m AH- an* B^ltJe or 
UeilEr -it in BaJjpfhtB rJ ih AK. H«EFBt o| rt..: : i ; - 
^ml I1I1U- (II UfVCI up to 40 1PJW4. MlU 
AJ*m»ki- JOV is n«n 51,, 51. Johns. MtCh. 

Wirunwri altendint Mourhf-ad Slat* LdllraV 
lhi> fall nlcan -■ 1 -■■■■ '■■■:■-■■ Mjiin-. .1 i :-:..-.-.. 
J? I Derm C-l Mo.g,h«d 5l»le DtjRaBt, JNW 
hLiad. MinneioLi Sfr-StU ultar aVpl : lit. Ha^e 

OuIF- Anitui. tlliji, ti'iad. ii-nrja.. and. Wi-Hiw 

Wish l,j plii^ pbm AH fiicrciian'sF, and 5-l.ifaii 
((Jvrm.itwt Li interested irffc I tin bununt. UM 



Jain IF"W, SIC L. Kiiluiid Lo^t, BiP* (ihj FaTp. 
Coil., ririn-ilfc. MO. 6*133. 

Jain Itci LiniltiHJi!»- Thr: ^Luh Ihtal works fw 
jT«k yo4 dem'1 werk fe-t Ii- If yw w*nt ^nvsl 

lajJaEi i1l> oiii.lt t/ what dft or mtrtc-il Write 1c 
Wei Moore, HHZi, Whitebiidc Ln, Si. Lou;*. Mo 

i.3141 

Pl»in HI,].. ,. Hl r L 1, L ,| LJ , ^Jr-i >u1^ \, RrJ If, 
i< t r. 4 K,i: t .-'L 4 Tai. tjE) ' ii" wllliug ,,■ ,l! -■ ., .. 
UiuLib £yJen Mi ilit-jiEaysIa |aJiie liniLilig frit 
Dlphjinacy p1ay>n Hiy Bowrre, 612 Mraorr. 
Pe ttui, Mn. p3 Q Z8 

Warj^mcr. in \l.:i-i ;'!_■ 1,1 ,■, ■ iriv ii-,l .1, 
jMtu plate m lb* V-Z* in ■•yomini pukki 
Kietrird iiJUCin*M. 444 Wfoimim.. Laiti-ei. Moev 
r iru -1-fl-J.u. In Ucntapi and Eda|ic AWrVt Silk? 
Clinton lOOQ Qrjtnje. Hflana, MM tjjit_S°iiJlJ_ 

Willinj to ajimhlliM ttJ tfliii Vkuip ofr^FKhi ar 
FJ.Iilil'iira.-phm-jn ruki bur Ji-Jifiiu fowcr - Wuce 
■foul rJipiPuIf, 73 Uudtrury Rd. UiTtum. M H. 

i 3iyj4. 

1 ntcd pllylcklert! If you live- Jrl Mo-JTHl^WTi' 
ParMUpjnv, hi> ani<a, P jnd atlJiW <H* *iwl|0r 
amuEfur <l*n|jwd ajuicE and WBn - Ihen help 
nU ffrthl I Hit IrifutnUJ jtoup k JchrUCd, Bo* 
li*, WhLpparr, Mj, ti^yi 

Ant ibjefc with ma ixtnd twvo withnyf gni 

tOordinaEeE Will youJ .jmanljn Irll mr ituu jjctd 

jooFdianla; ruin'' limit' pMi eumfilai eod Wtsisy 
tuiulii. Amman Arim, Km 2M, .\e\t ^t* 
Yurk WSJJ 

Wanf inlh' J-n nit *,yiI *Hi iiiti^j. Wntr (ft Lj'n 
JjitWtlJ. Jjicob Ut TJt,Mn L plY 1 JJJP4J-. 

An pbm oppuntni* hard ta find' Join Spartit 
ftn moit pbm ljoJi ECFUinanw nta I many fieei Etun 
you i.an hand I r Cunlacl Alan Auicnbrauti. 175? 
Owan Paikwa; Aot C?. Uioohly n. MV li 1 JISJ- 

I It Hi E li1\»mii.didLl i "r.iri>i Liiiii,irl'[jjn all 

ftf pldy Willi.!], lu diu.uu mI.iil CciLiit Rlenn 
V .... ',-.■ ;., .. I:,. |,.. . I' ,1 ." \ 1 |<mi 
pTfffnhly Anihrrtl ntiLlrnlt 

n-ria^ AK *Ttou. fliod, AlMio. *-RRd ami 
Hj nfflRtl Flihi BT fir" Grtt my tyf Vdiir o*ff y«it 
wanl lo try out. Arnwer all. <'all TTJJ01* Wiitt 
Jinnj y B nn, M Hoimal At. BtMIW, MV 
U30I 



DPPQKEHTS WIHTED 



OPPOKErlTS WANTED 



Fijtht hjirk-a With aunullaucuLU ni[>*rnipni 
A.MUM ovcrtav tyiieni. Flf &ul|e. BbQ. vUt- 
*«t Aim -SiiprF HUfH* " fHi-|> BitoJtttJf. "•? 
^Ith Stawt, Caul* PUm, WLV 



JUdJi rn S-yra,!. D-FJp-y. isia Will play rilher 
silr ti.-ng Hand only LrJr Br>li FViilin, Zl Si 
MsrjM F1M*. Ddef Par*., H,t? t9T3S liloj 

M.i.rjDii 

Wanted fil ofpopant far Kf«fj,, ipjw, B-MIje.. 
i.Brad, C Suri. tall 5 I6-41JJ-SH I or WnU G,f 
J I StLfHrnrtr PtHc, Dm Hills. Mr* Vof« M 146. 
Am whIhi s. tv na*»t iff hi V C Am FtatiSg. _ 
' Wjuld H4ac In [.lay Wakrhio. (.taNintfuJ. U jialc 
ei| tin' liulpe, t.sFFtburK, Ul-Ulinea,. Ahih* Hurp--. 
*.'!■ pbm #HFnjpLeriW. *l|l iMS^tf j.| IcW-H t*«l* 
Ml I'll id I ulr»]*i> 37 bt.fnd b1l.-tt trlJ.jtil 

EJlcni )-jlb>, ^m, Vuik i -ISOa 

Warll Im hitA 4Vr*\ litmi Ilia Drdinarv 11 
Sinnplii. mil ii'iit L'lnlud VuBirart at Amrrwa. 
Ie'i Me arcntt;i1 th+fl* fotn;. ')"re 2& mtm^KTi- 

-l v h.-.. ..-.l.lf-k-Li'ii UUt ECflrfanUiatiOA irwtr„iu 
I..': ..-■■: J ConlaLt II. '■.,: 5inillicr». I'D. It ... 
ZB£. CnuveEtiMr, H V I JMi 

Am cnl war hnaHi Wjnl nilo-. --.n >nii li.J jII 
, n.l war ;.ii,.i-. Aiau 1.. *...[,,.■ r. iu it 1 

"ii-ijLii-: Li".:i|»>'* area'' If ». . -■■■! j ■ 1 lot Scou 
Salv*. 3S Biwterr. RA. LirtrPMl. WV I30fl.fl. 

Will ptm" T*Lt' fi a»J fillad An. rtdlke jL. fll 

any All tame lii fjuccn. N.V Wri|c Bert Cio-ar 
mart, IDS J4 63 fid.. Foftil Hill*. NY I IJ73 

aim like jr.i.1 h y.r juh 

A 1-0-1 atioid ^ Wen Pttuit and MiiCuu II 
arc .'ill i "... of lilt iumiu valiy >..-u ahouhl Jtitu 
III- M-S.t* C-ml^t KMnml SulBTuiy. I*0O*nn- 
Iju Slurl N,.* ViifL N™ Viirt I CKW ? fill infn 

Wanted f hill OflWnbTlh Tm Bill/ einri^Hy f>Tr 
4 * T Mmloiar V,rri.nl. AW for -VK. SiHmui^d. 
1414 ,nd Wai^im. F^nk «w*y, -»8J tWaoer 

SphtI. NiiiHi TuFHwanibi. Mnh V <1r k 1AITCI 

Ctr y^u ha,ndi« ^ hifli 1 Allied ^enn nutid" 1 Tcii 
nap'f and Hiaipwud pfl*l* o-ptfl 10 rh* WlflnMncHt 
«l.h ahllliy in SH A.fc".P >* W*||,hjHd«t toad, 
JScTtEia, H T 

Pbm W fno. Bulgr (ithei Wutii l^einun and 

rttmH r 1 '-'■ l»r 1 ■"- Grtt! !■.[...■! J?4 !■: ..]..:,■ 

ftfUfl PC. a« Wftl Websirr. N ew fiaik Hi«U I 
Jtrl ^ rtBtite. 

Sri3ii-«j*,pr war nmrr rtHKHv tor pum 01 111 
rspptHjfflU. Are Ifiert any elubi \n Wrtltrmlet 
,-..iu.il,'' Uftnl Urier. V- Whili-wrod Hd . Wldtt 
ftaitft. K V i.iJ> waft if 1 Pi 

Want plfm opiwuliic far AK Tlip i> m^ firit 
al tempt al pbm j ... Wdl l.. ; .,- ' .-, ,- Jp - t-.-i 
iinfg vinl? Tmrntji CIlTfOq. iftJl ^7*0*00^ A vj. 
Hakifh h.T. Hjffi 

hiiiT In I^iitfe ^pponcnl wauled for AK.. 
[j-cuiaJI. S<jtad. i> Uey- MHJwiy, fl ol bkdre. 
AfliW, W4krion.. Ballk- ol" Bnlam. Pltait ennUd 
fl^k HtKbio, 13U HiiKUfKt View A^nuc. riev^ 
land. Ohifj 441J5. ;si-lf?n'i 

WinlLid ijnL op|iorj±:(il fu: Kiic^ii^l I'lti led 
Will uk all tiiujriEj- ruin ratept uu.i.(rji Liipjiiiy 
Jnin Fiicl-Imif f mi nffff imif(ianient«. ppir». P uur 
HUftitilitr m/\.\ giihiil iTH-ihlly tippuncnlv CkMtaci 

fltrtj ElLtik-nk 1291 tbro4fai ....,■■ ,-„, 
J3!34_ 

Hrw jj|rrfv.ir iiji :i.n irmnr»d" ^vieiy *hh j 
■WfiJ and Buiur 'ournry Drii iK^inniuij hrcn 
j™ me*r*™i»e ' , ^ ;E,, ' *ifjre»nir it awarei cl (txh of 
l» ,,.,.i..!,..f. Wm* RkFi Eitin RU 1 Be". 2W 
Hilisbmo. CHr« JJIH 

PPifi SXirad. 4-3-4, U-Day. Aruio. W-Iimi. I am 
RUUIatU. Allien (ivnTunk. Fniii'li Atu iwrO 
■■.■■•■ f! ■.■=.'■■ n ' mullt . ■■pinui.ii.r. ji-.-ii-i-. ,:i 
D-Uay WiH aniwtr all tvllcK. 1MB HfueiaiUck, 
^11 Miami Vjt k )- Priri-. LiKtUim, Ohio i? Ml> 

■■--.■■• i .it.. -,-i itonFo ■>! btr.iian jchp 'reic. 
isW«. tHPS^cb, pa Will iin.j- for riady iilade Kame 
■r guud Atan Hviriiiin, IDUJII Lynn Dr. hnrlli 
{jjaMtgW. fJbio ^4iJi 

ESSEBS IB playnv m Built iGrrmant ind 
r-ripppirt jpiup [| UoTry Ale*tre, 144 ST Htnl 
Rd SpiingTifiji, Quia l^i^^ 

Lei me iMliriiin ilrr ^Lhir own th-r»-nijl "tcniL-rd- 
aftietuni" m Anna, AK, 01 Um|cl I'nn rJermam 
in all Olitie J(.-.iu i <:'- nee-dmr .:.i | ... "■>■ , etc 
Wnk LiLtill Uuntmon rib M^rtEc Awnue, Trr* 

I Mill io 5557 dcsEtiwIlon. .-rjHjrfciy Parjc'r 
Miipii|.-l Writ l-!.ii td !i -.ull'i-IliI rut . -. ki 1 '-. 

Ptrm Arjn, taw Hi l- III Gtrinanj. fna jJu,.>-j 
fuiK . GcrmaiM. Dill! Icuen with u|itkaiu. ii-il. 
Wait S^Aa BfS3 W«l Si . W-d.iw.nri. (Ut-n 

44iai 

Viit pfcr,. Qulfc .'Gd:.a^ AK 0«nn1rl<v-v 
rV...r.Ai'(;irfirr™ 1M -ill im«tT all Ictlcn. t'ori- 
uui luliii HaniiJhiii. Itriil SmifTer Ht>.. WorihJn*- 
leiit. DFiio 4JIWJ Any ftf up^nirm-L m my jrrj" 
Hfl>e nn.il fjmn on AK. 

Il.ii irninl JV1S. iniailf '■* nfli> diflL'atl 1 t?!Ui 
■rWot liall Mfi. Ju-ajjemaiil" flnl- Mdfu B.~ri5 
HieJp. Wprihtnywi. O hio 430i;J 

ffajip p!.. n .''i' TiT i.ppuMri frr 1*14 Allen 
Cui.eu. ?T4 SW fiZiuJ •=,! _ ..in,-.,. Trty. 
Jla-hhtm n Ml ft gFjnjg ■*;>?> r.MJ53 1 

: 5niii-rt]ierii , ii-' , d ni,*ire ai pbm. wim up- 
I- ;■ ... iii !■■!.=•. tAtliL-O. !'■.,- Wanl infn on 
ipicn iniwi and rntllHTy rnlninupiH- Con no 
It indy e.ii.ururi, lw Kriegtpif 1 Army, 1 5 U 
Vinfc aiJ lit , Oklahonw nty . Otla. Tilled 

Jtur rnorved to ronci Ciiy I dritrt. laeu 10 f»fe 
oppe.rn.tH5 rsr A^iion Hill - rypt- Wargamn 
i...ii ; .i 1,-.. Cu.nct, n.i^ l!,.r...i,i. F.C., ni;.. 

inl*prwn* 'fo4J<*. 

~~ FiT'lullitiar t"lla P \i\tw. 1-DI4, Kj-ilispil-L 
EKjiga r f>Day, Midway Won hi lihf |nl4 on Han If 
■il Hr.-tiii'i. rrek. ' .•nlrj.Ti.u i.-n M,ni,. and 
rjcleib Urjiiii. i« LE nf Orrsoi.. Fall tenti Any Ml" 
buacne FJnauJd. S-.nJ .-'■-. K .■■■■■ iiT. Tuataim. 
OrtaidJi ^?i?tri 

To whan- 11 m*( ^utiT-n ilarljui. Scpl II aay 
new *Jdpc}* #>ll be Tvrtfnt: Somba. Zhin No. 

'I'. '.'J. V:.ll.-,M\ii-,,.| HulJ. I) 1 - ...-■ 9Udc 

Ollftajl. DleponlaburK. Pa. 1781*3 Matil -«n.E In arjj| 
ePdaddfer' Will be Forwardi-d. 

~~ WaltE Uifu uu im iibjiLurf^ ItlpliiniSLj. iismr- 
siicii^L U anjiliiT jii Cauip Hill ilileHMrU hi 

:!..;:,, ., an club^ 1 Ttf Sl-tUiFirad, luttanJ fieqm 

ShlULk, 21 Faiiiiliiauw fjFie ramp Hill Prnna 

1 7011 

Adult, nullllt fVlCiJ 1 ihri-, EHU 10 air linked III 
(Cktn NlnjU) Amnioln EUlnld of Warjanwr-. New 
OT|iiraDMon ror wrloua>nilidfld playapr- No una- 
t ii. j wanreki S\i u i»p Dia*.id L.nihay . 1 ?4t 
Faintumi FT.WV . Fji-jt. ft. 1&5I0. 

Prm bp(k]fknP= rtt e-hMF winiM, I will play 
all wto a-tH'Er i*rs laitKi, ana tt Wiiilf, arid one 
■I M+ct 5>ml yraui maw to- U|i.e £i«,'I("t. ) u i* 
BJK&w RJ-»J tiiM4na., Pa. I^k94<1. All IrlE-r- 
i niwtred. 

Wa of inr Fv>ij«r Uaiir uevepl alF applioinii 
Willing to lum ^arpa,rnipE, RkK Jduyfr, nib 
Garden Rd H Ctaiwdv. fa. IQfJ jjJ 

AlKnlmn ferralHl 1lu hi Haukflkf Hntn 
«\ nip UiitibefWindl if h Mji«n-i. ■iiLKftiLt naiif ft 
female 44m tor rta aduLt nmn tact wkcrc Ine 



rKlicm if. OBaUffl 1 H HjlJcrikr N-otttir Jii , tiSOl 
Bttdjgnd 51 rTnla. fa. IVKJ. 

Hare ticv. il.rad -"Ltnlejiv f^ennam twi uje 
A Swad 1 P« dL-laih Wnfr 10 Slc« U->d. f la I ~ 

LaLijii.Fah.,ra K2\*. 

Ihr Uniterm c h«i lc lifti no* in obnn Afi' 
AtLFjLi iuaitK ill all [it-lionst wilt be Gannaua in 
lulti Wiile U-u-ljiulv ciu M.A. Kalznr, IM 
Buikficld Boad. FiHibun Ji, Fviina. I 5H J 
— Wa-iinl tit iippuimiK 
im mr.. F-ipn.-i..llj al Kukat'-. folDefi:. Wattfat e!t. 
Ittlm rmnB, ?h. Kafkis, i'ltlitoji. Pi mWU. 
ntiajia. PM-WI3 ^^^_ 

4lJi-iiCiL>ii wjijiariu'r* jiikl liLilCly bulk [OUi 

\rr't LidlHtrLAL JS 1 WV' die llllt> ?D ilCOITJ. IFld 

wm tf« je' '"rjrr" fi™fk1y M™ilrliEi a<ai 
■■■■A-r plim iMtntanl ruiit*Lt Walter :"■ !■■ i 
?» Klrp Imrrf. ?li. H |Fcr> HocL Pa, LU^7 
pbrjB-r 74 Matft 

*Jrrel nPm, r..piniF|rnl Ilk til, if I'm led ind HQ, 
WctAret Will lim.,,„.«,ifw r^ia«.t ujt Law.puLc 
rjla-i-i. Ktl "".J ■ K,.! J--J 1 r .ii...a.i , l':i_ .:.r:.-_|_ 

K'-.iill' *inu jitim ciopimenij 'nr &nisr lirieji- 
■rHei. EtiJirr aide IS yraFi Bill LMtg. Jfl* F 
R-jh Valiiy Hdu, WnllmHI-sn ], Pi l*t>». 

Still -ireil H-.ru -in tfttt want-inhia. and corn- 
flu'iar aifled fomisi- All tentn ainina-prod tjamc 
jBiunerii picne wrtii;. Any i* in iurOf-B 1 Uit 
IIUJi wddreM alltr S«plFmbfi TO BmuieP Hill, 
URL l^tri jsEoPi, Ri Q^AbI 

Want lo stomp 1 irten rxxru.lt wunamer' wui 
ftf Tai. II, G.lwrs. AH P UWuV, Etuinc or kam 
ranfi. WIILnf la lake any ink. I6W tllttt, Jl J 

SJiuul St . Sciih. K.f Q2lft2 ag4-j?3j 

— Flf 'fppoiifwi. wjutled Eur Bulee, UhIw«v m 
■-., tr.,j-.;n.;i-. aren. Witbrni to leam ulhen JJMVnl 
L Mell1c.l1a.111p. il9 T.ilan ltd.. CfiUnibui, S"C 
?9:i(J 

flf npr^rrfnl:! Wanted in JS HON V ilk' Ha »e 
S-^rjJ. 1414 Willmr lo Itich tltcK atid/t)t lutn 
yoara. Ant 10. Al» w«ir pnl'o flu L-lnhi Liarv 
rtcArrrmnd. ZJM UiVenpurl R.J . PinuMflll: 
Tl-i.0. JI74ji^O |]lmite t7J-f,J4p 

Atukiw arc* Gtj>ciali netdt-J 1 Strw cUb 
la^taMng Aim *ani ,1 ..tt.,.1,. ,: LrppeincnTi. Will 
IijtfI rrniu.mnl.iV dUt^iiur HaMr .(^rly all All 
lanoiinr", Mit thillnia 1i> kiLn ike* JllH. HdVLCH 
-.■.|......n..' Ml,hi JoFliiaoU. J?S6 fc *^ AWIfne:, 

Teia* '4ftflj 

Pinri l iJini!r(j , ' l PF l * TewJ* yn"' 1 Wi* ™""l II MP* 

burv jiiib uppunenli. Dui lIuIi a mludy .*.'..'.' 
Who IWdd playHMJ. tiprnena! We haw, ni*arly all 
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